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adventure 
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Get the scoop on The Sims’ Wii 
‘debut with our in-depth preview 


DS REVIEW 
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: The cult classic Trace the history of 3D gaming 
: comes to DS : with Nintendo’s best coders 
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THE TOTALLY AUTHENTIC PINBALL EXPERIENCE - capturing all the sights and sounds of a 
real arcade. Play 10 of the greatest Gottlieb Pinball tables ever created, all featuring real Pinball 
table mechanics, graphics and sounds. Featuring 6 different camera angles, multi-player 
tournaments, plus hidden extras like ‘un-lockable’ features and tables, all combine to make 
GOTTLIEB PINBALL CLASSICS the most accurate pinball simulation ever. It also makes full 
use of the WiiMote and Nunchuck controllers for left and right flippers, nudge and ball launch! 


% « funtastic Gottlieb 
Call 1600 660 655 for stockist information. 
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EDITORIAL 


| | can’t believe my luck. I’m minding my own 
| business one day in January when March 
Stepnik calls me. “I'm outta here!” he says, 
before explaining that his time on Nintendo 
Gamer is over. Turns out the guy is heading back 


to the hallowed halls of university, leaving this 


esteemed publication without an editor. “Do you 
think you can help?” he asks me. 

Needless to say, | jumped at the chance to take over, and two months 
later, here | am. This is an exciting time, both for Nintendo and for this 
magazine, and | would have been a fool not to get involved. 

2007 is shaping up to be the year when Nintendo reasserts its 
dominance over the computer gaming industry. The DS is already the 
fastest-selling handheld gaming device ever released, and with demand 
for Wii still sky-high, it seems unlikely that the company’s fortunes will 
suffer in the near future. 

Here at Nintendo Gamer, we're excited at the prospect of growing 
in tandem with Ninty’s new products. We're still feeling our way, but 
| think you'll agree that this issue is our strongest to date. Our review 
coverage has been expanded, and we've gone the extra mile to bring 
you the most comprehensive Nintendo preview features you will find 
anywhere. Our Virtual Console guide returns in this issue, and we've 
launched a new Wii Directory section to help you keep track of all the 
console’s releases so far. 

There’s still work to do, of course - and that’s where you come in. 
How do you want the magazine to evolve in the future? Get in touch via 
nintendogamer(dnext.com.au and let us know your thoughts and gripes. 


Until next issue, stay good and play hard! 


Dan 
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peaking at the recent Game 
Qeeen Conference in 

San Francisco, the world’s 
most famous game-designer 
confirmed that Mario’s first Wii 
title will be out before Christmas, 
thus putting to rest rumours that 
the game may have been delayed 
until 2008. Miyamoto then went on 
to play an updated trailer for the 
game, showing attendees some 
new environments and enemies 
not present in previous demos, 


S ROUND 17/3) 4 
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Miyamoto: “M 
Galaxy Out This Year” 


SEE 


including a planetoid-sized plant 
boss and a trap-laden lava world. 
Also, giant space-apples. Giant 
space-apples infested with giant 
space-worms. Don't ask us to 
explain it. We're just telling you 
what we saw. 

So far as the rest of Miyamoto’'s 
address goes, there’s really not 
much to report. Whereas his 
competitors used their GDC 
keynotes to drop lots of juicy details 
about their respective systems, 
Miyamoto spent most of his time 
talking about how he wants to 
make games that appeal to his 
wife - games that “create the most 
entertainment for the most users”. 

He criticised game 
{ _ developers 
Ma. ¢ for being too 
{. focused on 
pleasing the 
hardcore, and 
argued that games 
need to broaden 
their appeal if the 
industry is going 

to overcome its 

reputation 
for turning 
people into 


“zombies”. He also talked about 
how his dog has a face shaped like 
guitar pick. You know, just for the 
heck of it. 


In other Nintendo-related GDC 
news, a new multiplayer mode for 
The Legend of Zelda: The Phantom 
Hourglass (DS) was unveiled. The 
mode pits two players against 
each other: one controlling Link 
and the other in charge of a gang 
of enemies. The idea is that the 
player controlling Link is supposed 
to run around collecting bits of 
Triforce, while the other player 
uses his band of baddies to capture 
him. Think of it as kind of like a 
two-player version of Pac-Man 
— but without the subliminal 
endorsements of drug abuse. 

Oh, and Pokémon: Battle 
Revolution for Wii has been given an 


American release date of 25th June 
- meaning that it should be out here 
not too long after. Hooray! NG 


In addition to the Mario Galaxy details, 
Miyamoto also revealed that a new Mii 
Channel is currently in development. Due 


for release later this year, the channel will 


allow Wii owners to compare their Miis 
with others and enter officially organised 
Mii-competitions. Exactly what these 
competitions will consist of remains a 
mystery, but it’s safe to assume there'll 


be at least one celebrity look-a-like comp, 
and maybe holiday themed events as well. 


Oh! There might even be downloadable 
Mii-parts! That‘ be pretty rad. 


odzill. 


"Fhere’s not much we can tell you 
| about Activision's new Godzilla 
title yet, other than that we're pretty 
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-- YOU'VE 
> GOT THE 
.. POWER 


The Joytech Power Station, that is 


ee "his has to be the coolest Wii 
ost | peripheral that’s come across our 
desks so far. The Joytech Power 
Station provides an elegant 
¥ solution to the “my 
Wiimote’s always 
running out of 
~\) power!” dilemma, 
with two sets of high- 
quality rechargeable 
} batteries (one for 
each Wiimote] and 
a docking station to 
charge them in. Aside 
from ensuring your Wiimotes are always 
fresh and fully charged at the beginning of 
the day, the Power Station also provides a 
compact storage solution for both Wiimotes and 
nunchuks. NG 


n-unannounced 


sony — dont you 


the trusty Wiimote. In the absence of 
further details, here’s a screenshot y 
to whet your appetite. NG = 


bloody excited about it. Oh yeah, 
and that Activision has promised a 
bunch of nifty features which utilise 
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TRANSFORME 


FORMAT: Wii, DS 
GENRE: Action 
DUE: TBA 


uckle up, readers 

- Transformers: The Game 
is almost upon us, and early 
indications are that it’s going to be 
an absolute blinder. 

Developed by Activision in 
to coincide with Dreamworks's 
forthcoming Transformers movie, 
the game will be available for both 
Wii and DS, with PS3, XBox and PC 
versions also planned. 

Transformers: The Game lets 
gamers control the outcome of a 
battle for Earth as they choose to 
protect it as Autobots or destroy 
it as Decepticons. Activision has 
promised an extensive line-up 
of characters, allowing gamers 
to experience the massive scale, 
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unique abilities and sheer 
strength of the Transformers 
universe. 

For head-to-head battles, 
fans engage in melee combat 
that reflects each Transformers 
robot’s character, scale, weight 
and power along with melee 
weapons and special moves 
unique to each character. The 
game’s ranged combat offers a 
wide array of projective weapons 
designed to take out enemies 
from afar. 

A release date is still pending, 
but we here at Nintendo 
Gamer are expecting to see 
Transformers on shelves by the 
middle of the year. NG 


http://www.hlj.com 


An absolute treasure-trove of nerdly 
goodness, Hobby Link Japan is a mail- 
order retailer specialising in Japanese 


hobby products, including anime and game ; 


figurines, paper-craft kits, and Japanese 
card games. It should go without saying 
that this is a very bad site to visit if you're 
trying to save money, because there is 
heaps of cool stuff to buy, and almost all 
of it is obscenely expensive. However, 

if you have cash to spare, then HLJ is a 
damn good place to spend it. 


earch £ | Home ff | Cort W | He 
a 


Beavtt acoon figure of Téa Lockhart as she appears in 
a couple of spare hands, s0 you can modty her pose as you 
on ésplay. 


Final Fantasy Vil: Advent Children”. She comes wah 
ke; a figure stand is induded to keeo her upright 


Mario, Woman 
of the Night 


Patrick Alexander cops a feel 


Fanboys complain about Mario being 
whored out to sports games, party games, 
and every other kind of game, as though 
it's a recent development. The Nintendo 
64 period is commonly accused. | don’t 
know why this is. It seems like every few 
months, | discover yet another NES- or 
SNES-period game with Mario in it that I'd 
never heard of before. 

The bigger used game shops here in 
Japan tend to have more crappy old NES 
and Game Boy cartridges than they know 
what to do with. So what they do is, they 
take a popular game that someone will 
buy, and they put it on top of four other 
games that no-one wants. Then they wrap 
them together in clear plastic — very 
tightly, so you can’t peek — and put this 
little bundle on display (along with a 
hundred others). You can only see the 
game on top — the other four games will 
be a surprise. And if you're lucky, maybe 
one of those games will be interesting. 

| bought Super Mario Land 2 recently. 
It was about 1100 yen by itself, or 500 
yen in one of these bundles. The shop 
is effectively paying me 600 yen to take 
four crappy Game Boy cartridges off its 
hands. One of these cartridges turned 
out to be a game called Alleyway — have 
you heard of it? Apparently it was a 
Game Boy launch game, so maybe you 
have, but | hadn’t. It’s a brick game — a 
Breakout clone. It's not meritless, but 
neither is it remarkable. 

Except that — and this took me by 
surprise — it has Mario in it! He is 
completely redundant. He just jumps 
into the paddle at the start of the 
game, and out of it again when you die. 
Those are the only times you see him. | 
wonder where Alleyway fits in the Mario 
canon? (Hint: It doesn’t. Anyone who 
thinks there is a Mario canon is mentally 
and socially deficient.) 

The point — if there is a point — is 
that Mario has been a big, fat whore 
from the very beginning. Really, the 
plumber’s outfit should have been a 
dead giveaway. 


DON'T MAKE 
YOUR ASS 


Zelda: Phantom Hourglass for Wii to feature 


extensive motion controls 


s if anticipation for the first 

Wii/DS-specific Zelda game 
wasn't already high enough, more 
details have emerged that have the 
Nintendo Gamer office buzzing. 
According to Nintendo director Eiji 
Aonuma, the Wii version of the title 
will place increased emphasis on 
the consoles motion-controlled 
mechanics. 


“| knew that the Wii was capable 
of many more controls than we 
added to the Wii version of Twilight 
Princess,” admitted Aonuma. “| 
was kind of afraid of adding too 
many [motion controls], because | 
didn’t want to confuse the end user 


IE GLASS 


one-on-one multiplayer mode 
would be playable online. (For 
more information, see our GDC 
Conference wrapup on page six.] 
Aonuma was less than 
forthcoming with release dates 
for either the Wii or DS versions 
of Phantom Hourglass, but rest 
assured that we'll keep you 
informed of any developments. NG 


or make the game intimidating. 
Moving forward, though, that was 
a launch title so we had to keep it 
kind of ‘at the basics’, but moving 
forward | can definitely see us 
incorporating more controls into 
the game.” 

He also confirmed that a 
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MOST WANTED | 


The YaMeS YOU Wdl) t in convenient list format 
1. Pokémon Diamond/Pearl (DS) 
2. Super Smash Bros. Brawl (Wii) 
3. Mario Galaxy (Wii) 
4. The Godfather: Black Hand Edition (Wii) 
5. Metroid Prime Corruption (Wii) 

6. Legend of Zelda: Phantom Hourglass (DS) 
7. Fire Emblem: Goddess of Dawn (Wii) 
8. Chrono Trigger (VC) 

9. Pokémon Battle Revolution (Wii) 

10. Diddy Kong Racing (DS) 

Share your wanted list with the rest of Australia. It’s easy: 1] figure out 
which THREE Nintendo games you're hanging out for the most [on either 


Wii, DS, GBA or VC); 2) write them down; and 3) send them to us at the 
following addresses: 


snail: Most Wanted, Nintendo Gamer 
78 Renwick Street, 
Redfern, NSW, 2016 

email: nintendogamer@next.com.au 


We'll publish the results each issue! 
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LE by ale He LIGH Golden Compass 
comes to Wii and DS 


| 


Here at NG HQ, we had a mixed game to accompany the movie(s] girl called Lyra and traversing Secret Rings. 
I lreaction to the news that Phillip has swung us from nervous to 13 expansive levels. Combining We're not expecting to see a 
Pullman's acclaimed fantasy book excited - and early reports from elements of combat, RPG and release for the game until late 
trilogy, Northern Lights, was developer Sega are very positive action-adventure, and featuring 2007 (the film is being released 
being developed for the cinema. indeed. several mini-games, the title has over the Northern winter] 
Really, how can you improve on Entitled The Golden Compass, been Sega's main focus since it - but hope to bring you a detailed | 
perfection? But news of a tie-in the game Sees you playing a young completed work on Sonic and the preview before then. NG 


WE (STILL) WANT WII 


Nintendo Australia unable to satisfy demand 


4 a 2 > c 


€ince its release late last year, 
the Wii has been a tough piece of 
hardware to get ahold of. Although 
some cynics i.e. Playstation fans} 
suggested that the lack of Wiis on 
shelves was a Nintendo marketing 
tool to keep perceived demand 
high, it has since become clear that 
the console was simply too damn 
popular for its own good. 
According to our sources at 
Ninty HQ, no one at the company 
expected the Australian Wii launch 
to be quite as successful as it was. 
Currently, Nintendo has thousands 
of units on order from Asia, but the 
factories there have been unable 
to clear either the Australian or 
international backlog. Meanwhile, 


before the console’s launch in 2006. _ retailers on a regular basis to find 
We were warned that it willbe at — out when [and how often] they 
least another few months until Wiis anticipate receiving more stock. NG 


electronics stores like JB Hifi are readily available in all the usual | 
have been unable to fulfil all their stores. Until then, your best bet for | 
pre-orders, and are still working tracking down a console is to check | 
through customer requests from in with electronics and games | 

| 
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| ‘ 4 j ef New concert series marries symphonic computer music 
ee with big-screen visuals 
pat "4 | ae they can't claim to The show will feature music 
, have popularised the idea (see from Final Fantasy, Metal Gear 
the Eminence series of concerts Solid, HALO, Castlevania, World 
for that], the team behind Play! of Warcraft, Kingdom Hearts, The 
has certainly upped the ante Legend of Zelda, Mario Bros and 
with its version of an orchestral Sonic the Hedgehog - over 20 
computer music concert. This blockbuster video games in all. And 
June, the Sydney Opera House then there's the graphics. Massive 
will be overrun with gaming fans screens, cinematic in scope, will 
for Play!’s Australian debut: a be suspended over the orchestra 
larger-than-life night of computer and show stunning gameplay 
game soundtracks played by the sequences. 
Sydney Symphony Orchestra and For more info or to book at ticket, 
accompanied by visuals from the head to www.sydneyoperahouse. 
gaming and anime worlds. com. NG 


Nintendo products for sale in the world’s biggest marketplace 


You may not yet have been able to track down a Wii at your local games store, but those 
of you with NTSC-enabled televisions have another option: the good ol’ Interweb. We've 
been trawling for bargains on Ebay since the Wii's release, and are happy to report that 

there is no shortage of American and Japanese Wii systems to tempt your wallet. 

The deal for us paired an as-new Wii console with Wii Sports and ten other launch 
titles, all for around $700 US ($1000 AU). Once postage is factored in, you're not really 
saving any money, but the convenience factor can’t be beaten. What’s more, similar 
console/games bundles are being listed every day — so if you have the cash to spare, 
you know where to point your mouse. 


Nintendo Wii Monster Bundle 16+ games 5control FREEShip 


2 remotes 2 numechuks 1 controller console warranty NIP 


Bidder or seller of this item? Sign in for your status 


| Curront bid US $670.00 


Mar-15-07 14:08:23 PDT (2 days 15 hours) 
To Australia — Not specified 

United States 

Scio, NY, United States 

49 bids 


Bidder 12 °B 


You can also (Avarch This ttem_) 
Get alerts via Text message, IM or Cell phone 
Email to a frend 
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We're so smitten with Spectrobes here at Nintendo Gamer (see our review on p. 58} that we've decided to team up with 


Nintendo and Funtastic this month for a very special subscription offer. There are three Nintendo DS consoles (each loaded 
with a copy of Spectrobes) to give away, plus thirty copies of the game for runners up. And winning is simple - _ 


Just clip the coupon on the next page ¥f Roh 
and subscribe to Nintendo Gamer! gk 
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SAVE © 
TIME « 


Call us tollfree on 


1300 36 1146 


Monday to Friday 
9am-5:30 pm EST 


Fax a copy of the 
completed form, with 
credit card details, to: 
02 9699 0334 


Cut or copy the form 

and post it with a cheque 

or money order, or your 
credit card details, to: 
Nintendo Gamer Subscriptions 
Reply Paid 65828, 

78 Renwick St. 

Redfern, NSW 2016 


Online at 
www.next.com.au 


Please cut along the dotted line oe 
mo mm a = 


Please register a subscription for: 


Me Gift (please tick one) 


1 year New Zealand A$60 
1 year Overseas A$75 


Enclosed is a cheque/money order made payable to Next 
Pt yet fOr $ sete Sies sree. ace ceaselnn Meritatey abadeaests Marca 


Or charge my credit card fOr $ oo. 


[] Visa [ Mastercard 
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Competition open to Australian residents only and ends Monday 14th May 
2007. Winners drawn 9am Tuesday 15th May 2007 and results published in 
Nintendo Gamer #5. Winners will be notified and prizes sent within 28 days 
of competition close. Please retain a copy of this form as a Tax Invoice. Next 
Publishing Pty. Ltd., 78 Renwick St., Redfern NSW 2016. ABN 88 002 647 645. 
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et closer to Sonic than ever before, ina fan- 
tasticalArabian Night's adventure. Thanks to 
the magical powers of the Wii" console you 
have total control over Sonics every twist, 
turn, leap and jump. 


With 100 high-velocity missions and 40 frenet- 
ic party games for up to 4 friends, it’s Sonics 
fastest, most physical game yet. So, can you fill 
Sonics shoes? 


EXCLUSIVELY ON 


Out Now 


SEGA, the SEGA logo and Sonic and the Secret Rings are either registered 
trademarks or trademarks of SEGA Corporation. © SEGA. Wii AND THE Wii LOGO ARE TRADE- 
MARKS OF NINTENDO. All Rights Reserved. 


SEGA 


www.sega-australia.com 
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NG: Mr. Ogawa, could you please explain 
how you came to SEGA and on the 
Sonic Team? 

The reason | chose to work at SEGA 
was because | loved arcade games such 
as Out Run and out of the power drift type 
games | liked Space Harrier. However, 
on the other hand | did not know about 
Family Computer or Mega Drive and | 
mainly knew only about PC games such 
as WIZ, Ultima and ROGUE so when | first 
started to develop for video games | didn't 
quite fit in. 

The first game | worked on was Azel so 
the team name was Team Andromeda. 
However, when Azel was complete | 
moved to Sonic Team. Why? | don’t know 
myself. [laughs] If you ask Naka-san or 
lizuka-san they might have the answer 
to that. 


NG: What exactly have you been 
responsible for in the development of 
Sonic And The Secret Rings? 

| was the producer, director and the 
game designer. It was a very challenging 
year for me. 


NG: When and (more importantly) why 
was the decision made to develop a Wii- 
exclusive Sonic game? 

The development itself started from 


)) SONIC: BEHIND THE SCENES © 


January 2006. Since we figured out that 
the direction of the hardware will be 
completely different from the Xbox360 
and PS3, we wanted to develop a Sonic 
title around the launch of the Wii. Since 
we only had half the usual time for the 
development, we doubled the number of 
the team members to complete this title. 


NG: The last Sonic games weren’t as 
successful as the Sonic Adventure 
games on the Dreamcast. Do you feel 
under pressure for Sonic and the Secret 
Rings to become a success both for the 
box office and the fans, moreso than you 
are in the development of other games? 
We try to look at everyone's 

evaluations on the internet, but we also 
feel that the feedback we get from fans by 
communicating directly is also important. 
We feel that there are fans that like the 
3D type of Sonic that come from the 
Adventure series. 

| did not feel any pressure as in 
whether Sonic and the Secret Rings will 
succeed or not. 

| was more concerned whether we will 
be able to complete this game in one year 
and | felt pressure on whether we will 
be able to complete a game with such 
volume. 


NG: What role do the minigames play? 
Are they just for fun or do they serve any 
other purpose? 

They actually aren't minigames. They 
are Party games. | feel that there is a big 
different whether the game can be enjoyed 
with four people at the same time, or 
just for one person. This time, the Party 
games were created so that a wide range 
of players from children to adults can play. 
The level of difficulty is set so that the 
players can enjoy them together. The Party 
mode enables the players to fully enjoy the 
features of the Wii remote and you will be 


NG: Is there anything you couldn’t include 
in the game due to a lack of time? Or 
haven't you been put that much under 
pressure to complete the game in time? 

There are no big features of the game 
that | wasn’t able to include due to lack 
of time. 

There are some things that | wasn't 
able to implement because of other 
reasons. In terms of pressure it was only 
time that mattered, but this year was a 
very challenging year for me. 


NG: Do you have any further plans for 
new Wii games along the line? A Feel the 
Magic game on Wii would be great. 

Feel The Magic was a game in which 
mini-games were connected with the 
story. However, for this title we created 
a section with party games only. The 
direction is different, but there could be 
some similarities in terms of idea. The 
Wii version of Feel The Magic may happen 
if we receive a lot of feedback from the 


users for it! NG 


Reiveset for the GameCube 
around two years ago, the 
original Mario Strikers tried to 

do for football what Mario Tennis 
did for tennis - namely, make it 
accessible and fun for everyone. 

It wanted to be the sort of game 
that somebody who doesn’t know 
the first thing about football would 
understand immediately, and in 
that regard it succeeded admirably. 
Within moments of picking up the 
control-pad, you'd be pulling off 
superstrikes, scoring multi-goals, 
and generally owning the pitch 

in all the ways a soccer pitch can 
possibly be owned. 

And that’s exactly why we 
stopped playing it. 

In its bid for accessibility, Mario 
Strikers effectively turned football 
into ice-hockey - a brutal game of 
back-and-forth in which the only 
viable strategies were “smash 
the guy with the ball” and “score 
lots of goals”. Matches weren't 
decided on the basis of skilful 
play or clever tactics; they were 
decided by whoever got off the 
most superstrikes. It’s hard to 
say if Mario Strikers: Charged will 
remedy this mistake, but based on 


what we've played so far, it seems 
to be heading in the right direction. 
Let's take a look... 


SAY HELLO T0 ROBO-PEACH 


In many ways, MS:Cis a straight 
Wiimake of its GameCube 
predecessor. Matches are still five- 
on-five, with squads consisting of 
one captain, three sidekicks, and 

a goalie. According to Nintendo, 
the final game will have twelve 
captains to choose from, but in the 
version we played there were only 
four: Mario, Peach, Donkey Kong, 
and Bowser. Interestingly, the 
“hardcore” aesthetic of the original 
MS is even more pronounced in 
this iteration, with each of the 
major characters looking as though 
they'd happily use your head 

as a Substitute ball should the 
opportunity present itself. Peach's 
new outfit is especially badass 

- with her space-marine style 
body-armour and thigh-high metal 
boots, she looks like the result of a 
fling between Robocop and one of 
the Dead or Alive girls. And if that’s 
what they've done to Peach, then 

- god - just imagine what Daisy’s 
gonna look like. 
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As with the old MS, each captain 
in MS:C has their own unique 
strengths and weaknesses. 
However, unlike the old MS, these 
differences actually appear to have 
an impact on the way matches are 
played out. For example, we found 
that playing as the defensively- 
oriented Donkey Kong made a real 
difference to the way we behaved 
on the pitch. Instead of just 
constantly surging forward in the 
hope of pummelling the opposition 
into submission, we instead found 
it much more effective to hang 
back and protect our half while 
waiting for an opportunity to pull- 
off a decisive counter-attack. It’s 
not a huge change, of course, but 
it’s enough to make each match 
feel a little more interesting. A little 
more like football. 

Another way in which MS:C 
improves on its predecessor is in 
the sidekick system, which now 
lets you choose your squadmates 
individually rather than in groups. 
So, instead of being lumped with 
three sidekicks who all have the 
same abilities, you can balance out 
your team with members whose 
skills complement each other and 
suit your particular style of football. 
If your captain has high goal- 
scoring stats, for instance, you 
could place two play-makers up the 
front and have a defensive sidekick 
up back. On the other hand, if your 
captain is an excellent passer, then 
you could chuck two strikers near 
the box and maybe an all-rounder 
in defence. And if for some reason 
you can't be bothered with all this 
extra responsibility, you can just 


A BRIEF WORD ON THE CONTROLS 
Mario Strikers: Charged a very traditional game so far as 
controls go. Movement is bound to the nunchuck’s analogue 
stick while major actions such as kicking, passing, and 
tackling are mapped to the Wiimote’s face-huttons. 
The Wii's motion-tracking capabilities are employed 
sparingly, with the only notable examples being the 
goalie mini-game (discussed in the article) and the 
ability to perform a tackle by jerking the Wiimote in the 
direction of the opposition. So, basically, the controls 
are almost identical fo the ones in the GameCube 
original, except a little more Wii-ey. (Wii-like? Wii-ist? 
Whatever. You know what we mean.) 


CAN | PLAY WIF ME MATES? 


You can! Up to four people can play simultaneously on the 
same console, either co-operatively or competitively. Although 
Nintendo doesn’t mention it on the official website, the game 
is also said to include Wi-Fi multiplayer and support neato 
features like player rankings and online tournaments. So if you 
haven't already hooked up to Nintendo Wi-Fi, now would be a 
good time to do so. 


get the computer to select your 
sidekicks for you. Win-win! 


STRIKE OUT 


Now, let’s talk about superstrikes. 
In the GameCube version of MS, 
superstrikes pretty much sucked 
the fun out of scoring goals. All 
you had to do was hold down the 
shoot button for a little bit and 
your captain would leap into the 
sky and rocket the ball towards 
goal in an explosion of eye-searing 
special effects. If it went in (and it 
almost always would), you scored 
two points. If it missed, there'd be 
a good chance of it knocking the 
goalie for six, in which case you 
could follow up with a regular shot 
on open goal. Of course, there were 
rare occasions in which a goalie 
would actually manage to save 
a superstrike, but not enough to 
stop them from rendering every 
other attacking move useless 
in comparison. After all, once a 
superstrike was on the way, it was 
more or less unstoppable - so why 
wouldn't you use them all the time? 
Happily, superstrikes are 
handled a little bit differently in MS: 
C. For starters, they're not called 
superstrikes any more. Now they're 
called megastrikes. And instead 


of being a single shot that scores 
two points, the ball now splits 
into a maximum of five, each of 
which is worth one goal. But - and 
this is a big but [and | cannot lie) 
- whenever someone performs 
a megastrike, the defence 
automatically gets a chance to save 
each one of the five separate shots 
by using the Wiimote to control 
the goalie’s hands as the balls 
come flying in. As well as being a 
fun little minigame in its own 
right, this simple addition 
successfully dilutes the 
power of megastrikes, 
meaning that it’s not 
feasible to rely on 
them exclusively 
as you could with 
superstrikes. 
The result is a more 
balanced game overall 
(you actually have to try to 

score goals now). 


Anyhow, that about wraps up 
our hands-on report. To repeat 
what we said in the intro, it’s hard 
to say at this point whether or not 
MS:C will be significantly better 
than its predecessor, but the 
improvements we've seen thus 
far bode well. At any rate, even 
if it doesn’t turn out that great, it 
DOES have Robo-Peach and quite 
possibly Robo-Daisy too. That’s 
gotta make it worth a rental 

at least. NG 
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FANTASTIC FOUR 2: 
RISE OF THE SILVER SURFE 


Christian Read scopes out the new Fantastic Four game at New York's Comic Con. 


Yv know, when the Wii came 
out, | really wasn’t sure it would 
be any good at all. | mean, sure, 
the bowling was kind of fun, but 
| just never really saw where it 
would go, what it would do. 

| got a big hint with Fantastic 
Four 2: Rise of the Silver Surfer. 

I'm at the New York Comic Con, 
watching a demonstration on the 
Wii. It’s a top down fighting game 
with some RPG elements in it, like 
your character is slowly getting 
experience points and learning 
new powers, moves and that sort 
of thing. There'll also be a puzzle 
solving elements. 

The Wii controls, though, 
are what's fascinating me. 
Demonstrating the game to the 
assembled crowd, one of the 
developers looks like he’s ina 
ight with an invisible man. He 
punches! He grunts! He brings his 
ists together and smashes them 
towards the ground! The poor guy 
ooks like he’s exhausting himself 
but on he goes. Now he’s pushing 
his hands out, apparently shooting 
ireballs. When | finally start paying 
attention to the screen, | can see 
that this is exactly what he’s doing. 

The Wii's controls have been 
used to their fullest for Fantastic 
Four. Special attacks are best 
performed by actually acting 
them out with the controller, 
the nunchuck and the Wiimote. 
For example, The Thing enjoys 
a powerful ground smash, in 
which he punches the earth. 


As the designer 
demonstrated to me, 
the harder you punch, the harder 
the character you control punches 
as well. Using the Wii controls 

will see you doing pretty much the 
same thing. John Daly, the senior 
producer of the game, laughs when 
| joke to him that gamers are finally 
going to be healthier than sports 
players. “It’s just a fun element to 
enhance your gaming experience,” 
he assures me. “You don’t need to 
do the actions.” 

The plot of the game is pretty 
simple and takes place in and 
around the events of the movie. 
Reed Richards [the superhero Mr. 
Fantastic) is hanging out at the 
Baxter Building when he notices a 
cosmic anomaly from a volcano, so 
he gets his posse together to check 
it out. From there, the Fantastic 
Four have to travel the Earth’s 
core. They come to realize that it’s 
the Skrull lair, and that they're 
harvesting the Power Cosmic, 
which is what the Fantastic Four 
use as fuel for their superpowers. 

The plot thickens, and the FF 
have to battle their way through 
many levels of enemies looking 
for the Silver Surfer, a mysterious 
cosmic traveler. But while they 
busy themselves with aliens and 
adventures, their old friend Doom 
is lurking about. 

Marvel and 2K, the game's 
producers, are both being pretty 
tight lipped about the plot of the 
game, but we do know that 
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there's a rather excellent chase 
down a tunnel, where the Torch and 
the Surfer trade blows and energy 
blasts at a rapid rate. From there, 
the game goes all over the world, 
from Shanghai to New York to the 
Himalayas. 

The game features a few classic 
villains from the fourty years of 
the comic series. | get to briefly 
see Super Skrull, a towering alien 
giant that has all the powers of 
the various members of the Four. 
Quite intimidating, actually. There's 
also the galaxy-hopping Terrax 
and perhaps my favourite of all, 
Red Ghost and his Super Apes. You 
can't go past Super Apes, really. 

One of the cool aspects of Rise 
of the Silver Surfer is what's called 
Fusion Attacks. The game can be 
played in co-op and to show how 
well the FF work together as a 
team, they can combine certain 
combo attacks together. The most 
impressive that | see is the Invisible 
Woman turning her force field into 
a ball, only to have Mr. Fantastic 
stretch out and slingshot his girl at 
enemies. There's supposed to bea 
great deal more, such as the Torch 
being thrown by the Thing like a 
spear or filling up a force field with 
fire and throwing that like a bomb 
at the bad guys. These Fusion 
Attacks seem like such an obvious 
and good idea for co-op game play, 
especially in the super hero style, 
that you have to wonder why no one 
has though of it before. 

FF2 also rewards the ‘stacks on’ 
school of thought: the more players 
you have, the more buffs you get. 
As you characters gain experience 
throughout the game, more and 
more powers unlock for, hopefully, 
more effective fusion attacks. 

Each of the FF has its own 
special skills and fighting 
styles. The Thing is obviously 
the close-in guy, using punches 


and taking more damage. He's 
the guy you want to bust out 
when environments need some 
old fashioned destruction. Mr. 
Fantastic and Invisible Girl are 
hybrids, with different techniques 
for room clearing (Sue uses more 
stealth and cunning). The Human 
Torch is your ranged specialist, 
shooting fireballs and moving 
quickly. The best way to play the 
game is to carefully balance out 
which character is ideal for each 
situation, simply by transferring 
who you are playing as during the 
game. The characters also have 
skills which are useable outside 
combat, such as Mr. Fantastic’s 
superbrain to handle computers. 

It's not just the Wii that you can 
play Silver Surfer on: an XBox 
360 version is also out there. The 
XBox version is a far more visually 
impressive version of the game 
-obviously, that console has a lot 
more junk in the trunk and can 
churn data a lot more effectively 
than the Wii. It really shows, too: 
the poly count goes way up, the 
textures are better rendered, and 
character animations are all the 
stronger when playing the XBox 
version. If you're lucky enough to 
have a choice as to which platform 
you're going to play this game 
on, the decision promises to be a 
heartbreaker. Wii, where you get 
to punch and kick? Or 360, for the 
stronger visuals? 

The code | saw wasn’t complete, 
and the game was still being 
worked on at a rapid pace by the 
various developers. I’ve got to say, 
though, that it’s looking pretty fine. 
The Fusion Attacks look like the 
big breakthrough, but the game 
also scores points for its cool, old- 
fashioned constant beat ‘em ups. If 
you like it fast, with action aplenty, 
FF2 is your game. Look for it when 
the film opens. NG 
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WARIO: 
MASTER QF DI 


Cosmic Wario, low 
gravity awaits yout 
To suit up for 
} service. draw a 
\. helmet on your headt 


Wie: Master of 
Disguise is nota 
WarioWare game. Many 
of you probably know that 
already and think us silly 
for stating the obvious, but still 
- we thought we'd get that out 
there straight away so there’s no 
confusion. After all, how long has 
it been since Wario last starred in 
something that wasn't part of the 
WarioWare franchise? Four years 
or so? And it’s been almost six 
years since he last appeared ona 
handheld. Truth be told, after the 
abysmal failure that was Wario 
World, most of us thought we'd 
seen the end of “traditional” Wario 
titles. Obviously {and happily!) we 
were wrong. 


SO WHAT’S IT ALL ABOUT THEN? 


Like most of Wario's previous 
outings, the background story 

in Master of Disguise lor MoD, 

as we'll call it from now on) 

is really nothing more than a 

pithy justification for the game’s 
setting and play mechanics. The 
introductory cut-scene [which is 
very reminiscent of WarioWare) 
sees Wario teleport himself into 
his favourite TV show and steal 

a magic wand that grants its 
owner the ability to don a variety 
of disguises, each of which comes 
with its own special powers. 

For example, the thief disguise 
lets Wario run faster and jump 
higher than he normally can, the 
spaceman suit gives him access 
to a laser gun, and the painter 
outfit grants him the ability to 
draw objects into the environment. 
These disguises - and the abilities 
they bestow - form the basis of 
MoD's gameplay. 

Whereas most 2D platformers 
revolve around quick-reflexes and 
precisely timed button presses, 
MoD is more languid and cerebral, 
kind of like Lemmings meets 
Super Mario World. The main 
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goal throughout 

the game is to use 

Wario's various 

abilities to overcome obstacles 
in the environment and collect 
as many treasure chests 

as possible. You might use 
Cosmic Wario's laser-gun to 
hit a door-switch, for instance, 
or change into Arty Wario and draw 
a crate to reach an out-of-the-way 
platform. In this way, MoDis less a 
platformer and more a puzzle game 
in a platfomer’s skin. Each stage 
is like a giant Jigsaw - and Wario's 
disguises are the missing pieces. 


IT’S A CIRCLE, DAMN IT! A CIRCLE! 
Another aspect of MoD that 
deserves attention is its control- 
scheme, which employs the control- 
pad for moving, jumping, and 
crouching, and the touch-screen 
for activating abilities and changing 
disguises. Although using the stylus 
and control-pad simultaneously is 
fiddly, overall it’s a fairly intuitive 
setup that makes good use of 
the DS hardware. The only major 
problem we have with it is the way 
in which the game will repeatedly 
fail to recognise particular touch- 
screen gestures, such as the shapes 
you have to draw when switching 
costumes. This is especially 
annoying in boss battles, where you 
need to change disguises quickly 
in order to survive. Admittedly, 
we're not sure how Nintendo could 
have done things differently in this 
regard, but it’s a shame they didn't, 
because the present system doesn’t 
work nearly as well as it should. It 
is, in a word, irritating. 

But aside from that single 
annoying flaw (and the slightly 
dinky graphics], MoD appears to be 
an inventive and enjoyable game 
that ought to be good for at least a 
few hours of solid entertainment. 
We'll have a full review for you in an 
upcoming issue, so make sure you 
check back for the final word. NG 
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IMPOSSIBLE MISSION © 


Stay awhile ... stay FOREVER! 


ostalgia can be a treacherous 

beast. As anyone who's ever 
revisited the movies, books, and 
television shows of their youth will 
tell you, memories are often very 
different from the reality they re 
based on. Viewed with more 
mature eyes, stuff that seemed 
totally wicked as a kid may turn 
out to be utterly crap. Case in 
point: pretty much every cartoon 
made in the 80s. MASK, He-Man, 
Bravestar, Thundercats - weve 
gone back and watched them all 
and they're all terrible. Well, okay, 
He-Man is still pretty watchable, 
but only because it’s fun to pick 
out the gay subtext in each 
episode. (It’s there. Trust us.] 

Anyway, the reason we mention 

this is because this game we're 
talking about — this Impossible 
Mission — is in fact a remake of a 
much loved Commodore 64 game 
of the same name. In fact, the term 
“remake” is a little misleading; it’s 
actually exactly the same game, 
except on DS, and with prettier 
graphics. As such, we were 
_ somewhat reluctant to play it, 
= for fear that doing so would 
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irrevocably destroy. one our most 
cherished gaming memories. But 
as it turns out, this is one classic 
that has withstood the test of time 
~ Impossible Mission is still a pretty 
damn good game. 
_ The story ... well, there isn't 
so mucha ‘story’ in Impossible 
Mission as there is a premise, 
and that is this: a crazy man 
named Elvin Atombender is going 
to launch a nuclear missile at a 
large city — your job is to infiltrate 
his secret mountain lair and stop 
him. Gameplay is au rique mix of 
Prince of Persia-style| platform 
acrobatics and lightweight 
infiltration, and consists primarily 
of exploring each room in 
Atombender’s stronghold, dodging 
the deadly robots therein, and 
Searching the furniture for puzzle 
pieces. Once you've collected Said 
puzzle pieces, you then have to fit 
them together to unlock Elvin’s 
nuclear control room, 
know ... win the game. 
It sounds simple, but then we 
haven t mentioned that you have to 
do all this in 8 hours of real-time. 
And every time you die, you get 
10 minutes knocked off the clock. 
Yeah, not so simple after all. But 
on the plus side, at least you get to 
Save your progress in this version. 
On the Commodore 64, we had to 
play the whole thing through in one 
sitting. And whenever we got killed 


by a robot, our parents would beat 


“us with bamboo rods, and then 


make us walk ten miles to school, 
in the snow, without any shoes. 
While fighting yetis. 

But we digress. Getting back 
to the topic at hand, Impossible 
Mission is — as we said before 
= still a really fun little game. 
Younger gamers may find it a little 
unforgiving, and perhaps even a 
little simplistic, but we think that’s 
just part of its old-school charm. 
At any rate, the game will be out 
in May, so we ought to have a full 
review for you next issue. In the 
meantime, go and watch some 
old episodes of He-Man and try to 
count how many times he makes a 
hidden pass at Man-at-Arms. We 
average it out to be at least three 
an episode. (Four if Shera isn’t 


around.] NG 


What happens when EA’s PC juggernaut The Sims series meets Nintendo's innovative new console and its 
portable partner? Nintendo Gamer talks to the MySims development team to find out. 


he Sims was originally 
conceived as ahome 
improvement/design/ 


doll-house simulation which 
would take the scale of creator 
Will Wright’s ground-breaking 
and immensely popular SimCity 
series of games and bring it 
down to a much more close and 
personal level. So instead of 
planning a whole city’s worth of 
infrastructure to allow a smooth 
and trouble-free running of a 
greater metropolitan area, the 
idea was you designed a house 
room by room and decorated it 
down to the colour featured on 
the walls. Trouble was, there was 
no obvious feedback loop to give 
you an idea of whether or not you 
were creating something liveable 
or not. In SimCity, if a residential 
zone didn’t get power, residents 
couldn't live there; you could 
easily discern and fix the problem. 


Similarly, if you didn’t build and 


maintain a police presence in your 


town, crime rates would be high 
offering an instant slog to your 
popularity as mayor. 

So Will Wright came up with a 
solution to the problem facing his 
house-design game: populate the 
house with virtual people which 


could offer feedback as to how well 


your job as a designer was going. 
Black-painted walls and minimal 
furniture would cause these 
simulated occupants to become 
depressed; bright, open-spaces 
would result in happy occupant. 

As Wright and his development 
team developed this feedback 
system of simulated occupants 
and gave them more depth [for 
example, solitary-type people 
might enjoy minimalist furniture, 
while traditionalists might hate it), 
they discovered something rather 
surprising to them at the time: 
watching these simulated people 
interact with their surroundings 
was far more interesting than the 
mere act of building and 
designing homes. 


PLAVEO THE SOMES? 
CHANCES ARE 
VOU HAVE... 


And so The Sims was born. While 


the original concept of house 
design made it into the game, the 
main focus of The Sims clearly 
became that of the simulated 
occupants - the sims - themselves. 
Rather than existing simply to 
offer feedback to how a player's 
interior decorating was going, the 
sims’ internal artificial intelligence 
featured a complex system of 
needs and wants and personality 
traits which proved engrossing to 
follow. Ultimately, The Sims was 
about ensuring your sim was ina 
good mood by fulfilling its wants 
and needs. This was accomplished 
in many ways: social sims could 
call neighbours and invite them 
over for a shindig, while bookish 
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types could play chess or read 
books for stimulation. 

Of course, certain needs like 
hunger and hygiene needed to be 
met irrespective of personality 
type lest their mood suffered to the 
point of breakdown. So you'd feed 


CONNEC TIVETY ANO 
GCGOOMG ONLINE 


With a Wii and DS version of MySims 
and the ability to link the two consoles 
together wirelessly, you'd expect EA 

to make use of this promising feature. 
Same goes with the online capabilities 
of both consoles. 

While EA hasn‘t announced whether 
or not these connectivity features will 
be used in MySims — let alone what 
form they will take — they've all but 
confirmed their inclusion. “We're not 
talking about it yet,” explains executive 
producer Tim LeTourneau, “but we 
definitely want to take advantage of ALL 
of the capabilities of both platforms.” 


your sims, send ‘em to bed, to the 
shower and the toilet - all in the 
name of happiness. 

And while you never really 
controlled the sims directly {you 
instead issued orders which weren't 
always followed], you could control 
the circumstances around your 
sims to influence the way their lives 
played out. And this was what was 
central to the Sims experience: your 
voiceless sims told a story about 
their life which players could read as 
they saw fit. The Sims was a people 
simulator that played out like an 
interactive soap opera. Yeah, you 
built houses - but more importantly 
you also built stories around the 
people living in those houses. 

And the idea caught on. The 
original The Sims game is the best 
selling PC game of all time. After 


original Sims experience. It’s a 
Sims game, but not as we've ever 
known it. 

First up, the focus has shifted 
slightly to encompass more than 
just the sims themselves - in 
MySims, the town and community 
of other sim characters plays as 
big a role in the proceedings as 
your own sim does. 

Sure, you'll start MySims at 
the sim creation screen like you 
would in any Sims game, pouring 
over your own character to ensure 
you've created something you're 
happy to play with. 

“There is a lot of variation,” 
explains Goopy Rossi, Art Director 
of MySims. “| think one of the 
hallmarks of Sims games is the 
ability to customize characters. So 
every Sims game has the ‘create 


“Phe Sims was a people 
simulater that played out like 
an iateractive soap opera..." 


a successful sequel, a number of 
spin-offs and an announcement 
that a third game in the main PC 
series is in the works, The Sims is 
going as strong as ever. And now 
it’s coming exclusively to Wii and 
DS as well. As the screenshots on 
these pages most obviously attest, 
this version of The Sims isn't quite 
like the others in the series. 


ALL MENE 
Called MySims, this version of The 
Sims has been written from the 
ground up for Nintendo’s consoles 
to not only take advantage of the 
innovative control schemes of 
the Wii and the DS, but to offer 
a complete re-imagining of the 


asim’ feature, and MySims is 

not an exception. Obviously the 
character design is more basic 
than other Sims games (they don't 
detail facial elements like noses 
and that kind of thing) so you're 
sort of decorating their faces with 
different things and choosing 
hairstyles and clothing styles 
instead. It was kind of amazing 
when we saw the first version of 
‘create a sim’ for MySims: there 
weren't that many art aspects - it 
was just the first patch early on 

- and you could still sit there and 
play with the combinations for a 
good hour or so. As more content 
is showing up it's 
become really open 


ended. It’s great.” 

But it’s after character creation 
where things really move into 
uncharted Sims territory. MySims 
starts players in a run-down 
town brimming with potential. 
Exploration and old-fashioned 
legwork is key here: resident sims 
are in need of some dire assistance, 
and as you go out and help them 
the town will actively change to 
reflect the work you've done. 
Helping the tranquil Ocean Breeze 
set up a yoga studio, for example, 
will attract certain types of new 
sims, which in turn have their own 
set of needs and jobs for the player 
to explore. As you complete these 
“quests”, the town dynamically 
expands in a way to reflect your 
presence and work there. 

“In MySims we're trying to 
do something a little more 
exploratory,” says Robin Hunicke, 
Lead Designer of MySims. “We're 


explore the content of the game in 


the sense of meeting new sims and 
doing things for them and building 
things and moving them in. There's 
also several levels you can move 
through and different places that 
you can get to and explore as you 
move through the continent itself 
and as you expand the town. The 
town starts off pretty tiny and 


there's not that many people there. 
The people that are there, however, 
have needs and they're going to 
want other people to move in. As 
the town grows you're actually 
going to be able to reach the new 
levels, new territories, unlock 
special nooks and places that you 
can go and get really cool things.” 
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| trying to give people a chance to 
The first moments of MySims according to Lead Designer Robin Hunicke 


“When you first go into The Sims games in general you get to 
create your character, and there is a significant period of time 
exploring this feature in MySims. We aren't going to actually say 
how long because it depends on who is playing, but so far we've 
seen people stay there for quite a while. 

And then as you move into the town. You will be introduced to 
the town and its factory by — at this stage — one of our signature 
characters, probably the mayor, and as he tells you what the 
situation is in town and what you can kind of do to improve it. 

You'll be introduced to some of the building tools that we've 
created, so that will be another significant period of time, and 
then you'll move forward into the main gameplay loop. 

What you'll be doing is introducing yourself to sims, socializing 
with them, seeing what they do in the town hearing a bit of 
backstory about what is going on, getting tasks from them. 
They'll be like, ‘Hey, | could use a new oven, a new 
bedroom set,” and so on. You then move through those 
tasks, collecting objects from out in the world, then 


using your own creativity 

to build things from those 
objects and blocks, and then 
satisfying those tasks, getting 
rewards for them and moving 
forward. 

So essentially | think 
the main gameplay loop 
is socializing with the 
sims, finding out what they 
need, sort of going around 
the town acquiring those 
elements and then moving 
into a place where you can 
satisfy those tasks, and you 
can see what happens when you give them the things that you've 
made, and watch their reactions. 

You'll play around with how things are laid out in the town 
itself because as you satisfy resident's tasks and improve the 
town’s state - make the town a little different, give it a little 
personality - things are going to start to change. New people are 
going to want to move in, old people may want to move out, and 
with each new person you meet and move into the town you'll 
have an opportunity not just to build the objects inside of their 
house, but build their houses as well.” 


The difference in play styles to 
previous Sims games is significant. 

“If you look at SimCity, for 
example, you see the town from so 
far away - you're so high up that 
the people are so tiny,” continues 
Robin. “If you look at The Sims, 
the people are really close up, but 
you're confined to your living room, 
dining room, bedroom, the four 
walls of your house. What we're 
trying to do with MySims is get to 
the middle where you're in a space 
where you can go inside and see 
people doing stuff, but you can also 
go outside and see how the town is 
shaping up or go to another place in 
the town, say, for example, visit the 
people in the forest. | think that as 
we move into this kind of gameplay, 
we want to keep the sandbox feel 
of systematic changes to your 
world based on the creativity you're 
putting into it, without subtracting 
from that feeling of moving through 
space. | think that the continuous 


NOT JAPANESE 


In our 2007 games preview featured 
in the first issue of Nintendo Gamer, 
we incorrectly stated that MySims was 
being developed by EA’s Japan studio. 
MySims is actually being developed 
in the US alongside the other Sims 
games, and its development team 
stretches from new comers to Sims 
veterans who worked on the original 
The Sims. 

But there is an explanation to the 
Japanese, Animal Crossing vibe of 
the screenshots. Simply, EA wants 
MySims to have a broader appeal 
hence the more cartoony feel to the 
characters and world of the game. 


world part of this game is what 
really allows us to branch out in 
terms of the gameplay mechanics 
and offer something new. 

"MySims is going to have a little 
bit more magic in it and a little 
bit more fantasy than some of 
our previous console games and 
| think that that is going to be a 
really fun way to bring new magic 
to the series, to embrace people's 
creativity with these new things that 
they find. So it’s not just going to 
be that you go into your back yard 
and you go to your neighbour's yard 
and you go to the town hall. There's 
gonna be some places you can go 
that are a little bit wilder, a little bit 
more creative and they're gonna 
be a little bit wilder, more creative 
and more fun to experience. The 
team has had a lot of fun generating 
these places and the atmosphere 
of the game as you move through 
these exploratory spaces.” 


CONTROLLER 
REVOLUTION(S) 

Of course, it’s not the first time The 
Sims has appeared on a console 
system, but it is the first Sims 
console game to be unshackled by 
the lack of direct and immediate 
control offered by traditional 
console control pads. 

“Honestly, we've had trouble 
delivering on the console that 
kind of deep Sims PC gameplay, 
and a lot of the problem that 
we have had in translating the 
game to console has been with 
the controllers,” explains Robin. 
“It has just been difficult to 
move people around in the sort 
of precise way that you want to 
with console controllers. On the 
Wii and DS versions, we've been 
able to use the Wiimote and the 
stylus, and we've really 
been putting a lot of 
effort into looking at the 
control schemes and the 


gameplay and trying to unite them. 
“With the Wii version, for 
example, you have the ability to 
point to the screen and touch 
things - you can touch the world 
with the controller in a way that 
you just couldn't do before. So | 
when you press a button it pokes 
something, giving that feeling of 
being able to... [pause] Do you have 
a cat?” 
I've got a dog... 
“Does your dog respond to the 
laser pointer the way cats do?” 
asks Robin. 
Yeah, he loves it. 
“You know how it feels then. 
You're physically doing something 
in the world with that pointer when 
the dog runs around after it, and it 
doesn't make sense logically that 
you'd get so much of a thrill being 
able to cause him to spazz-out and 
run back and fourth by just moving 
that little pointer around. But there 
is such agency in that experience 
and | think that the Wii controller 
gives players that sense of 
agency when they're reacting with 
characters that are as smart and 
complex as they are in this game. | 
think that what the Sims series has 
the ability to do and what MySims is 
going to do is give you that feeling 
of, ‘Hey look, | pointed there or 
| put the thing there, | 
touched that thing 
and look, they're 
responding’. 
That feeling 
is so hard to 
describe, but 
| think the key 
moment of the 
game is when 
the cursor which 
you're moving 
with your hand 
touches the 
sim and changes 
their hair, or when you 
tickle them, or when you move 


something in the world - you pick 
up a block and put it on another 
block and it makes that “sshhhk” 
sound - when you play with a toy 
in the game, you feel like you're 
playing with a toy, really personally 
affecting the game world. | think 
that without the Wii controller we 
would have been unable to deliver 
that experience.” 

What the Wii's control scheme 
has added is a much more obvious 
and direct method of controlling 


what happens onscreen care of the 
Wiimote’s pointer-style capabilities, 


without resorting to gimmicky 
4 


4 applications. The Wiimote and 


* game style of The Sims seem to be 


a perfect match. 

“| think The Sims games are, 
and have been from the very 
beginning, very, very complex 
games,” explains Tim LeTourneau, 
Executive Producer of MySims and 
member of the original The Sims 
development team. “And they can 
have a style to them...a lot of The 
Sims players are very hardcore 
kind of Sims players, and our 
intention here is to make a game 
that hopefully has an easier ‘pick 
up and play’ perspective to it - that 
it really is a Nintendo style game 
where you're going to be able to 
throw the controller into anybody's 
hands and in a couple of minutes 
they're going to be able to figure 
out what to do and how to do it.” 


And what of the differences 


between the two versions of 
MySims? Aside from the obvious 
visual differences (the DS models 
are less complex and presented 

in a much lower resolution), few 
specifics have been revealed as to 
what each version will offer. There 
will be, however, a slightly different 
focus in each. 

“They're not identical games, 
but they are similar,” elaborates 
Tim. “In the DS game it’s still town 
based, but there is more stylus- 


based play and the town is a little 
different - it's more like a resort 
than a little village. Each has 
essentially the same sort of vibe 
though, which is that your player is 
taking care of the town and helping 
it grow and develop.” 

“| think that the DS version 
is going to have a lot more fun 
gameplay aspects in terms of 
puzzle and little activities that you 
can do,” adds Robin. “It’s going to 
be the kind of thing that you can 
just pick up when you're on the 


train and play and you'll get a really 


rapid sense of accomplishment 
from being able to see the town 
improve, through the DS-specific 
mini-games on offer - which | 
think are going to make the game 
a bit lighter. Whereas on the Wii | 
think you're going to have a good 
hour of serious directed gameplay. 
You're going to go in and think, 
‘Okay, today I'm gonna meet the 
chef and see what's up with him 

- oh hey, look, there’s stuff in his 
house which got broken, | should 
fix it’. Or, ‘| don't really like it so 


I'm gonna re-arrange it’ or ‘| think 
I'm gonna go out and see what's 
growing in my garden over here’. 
With the Wii you'll be sitting down 
and playing through a scenario 
for an hour or so whereas the DS 
game - obviously it’s going to be a 
little less intense.” 
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Irrespective of which version of 
MySims you pick up when the 
game is released sometime 
during the spring of this year, 
you ll be safe Knowing that both 
games will have been developed 
by a team of dedicated and 
passionate Sims veterans who 
understand what the Sims is 

all about and are excited about 
taking the series in new directions 
on Nintendo's newest consoles. 
MySims will definitely feel like a 
Sims game, but there're enough 
new ideas and features in the 
game to offer long-time players 
something fresh to play with. And 
for those who've never played 

the Sims before? MySims should 
prove to be a Nintendo-style game 
at its best: a gorgeous looking 
game which people can just pick 
up and play, but with enough 
depth to keep you coming 
back for more. NG 
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ECture 


Japan correspondent Jonti Davies traces the history of two oF 


Hintendo's most sought-after programmers. 


Kyoto, the type that makes 

Asahi’s relentless promotion 
of its Super dry” brews almost 
impossible to resist. The Yen thud 
as the cabby’s snow-white velvet 
glove catches them. Q-Games Is 
in a backstreet somewhere in The 
Maze. Is this it? The elevator stops 
obediently at 4F and your reporter 
steps out to find a single room 
a conditioned, cool) inhabited 


‘ye a humid afternoon in 


Stunt Race FH 


by fifteen youngish guys, fifteen 
workstations, fifteen people 
engrossed in a networked game of 
Battlefield. Yes, this is it. 

“Welcome to Q-Games,” says 
a floppy-haired Englishman. 

This must be Dylan Cuthbert, 
President of Q-Games, veteran 3D 
programmer — 3D pioneer, in fact 
- one of the guys Nintendo plucked 
from Argonaut aged seventeen. 
Slippers and tea, then Giles 
Goddard turns up. Another English 
accent. Another 3D evangelist, 

a fellow ex-Nintendo employee, 
Dylan’s buddy. 

Dylan’s first project at Argonaut 
was a Game Boy emulator, no 
less, which ran on Commodore's 
Amiga computers. The Game Boy 
wasn't even out at that time; it was 
1989. Dylan recalls: “We kind of got 
advance information. And because 
we didn't have a development kit, 
we knocked up an emulator using 
the info.” 

Survival of the fittest and the 
imminent 3D revolution went hand 
in hand to put Dylan and Giles in 
the sights of headhunters from the 
world’s biggest games company. 
These kids had something, that 
much is certain. What did Dylan 
do when he got his Game Boy 
emulator running? The first thing 
| did on the Game Boy was a 3D 
engine.” Of course. Why hang 
around? The two Game Boy demos 
| created were shown to Nintendo. 
They said, Okay, we'll fly you out to 
Japan next week. ” 

It doesn’t get any better than that 
for an 18-year-old game fanatic 
and budding 3D programmer. 

Not heaven-sent, but Kyoto-sent. 
Which in this case was just as 
favourable. Meanwhile Giles was 


busy programming a game that 
would later be transformed into a 
cutting-edge SNES title. The two 
were signed up along with another, 
Chris, and the one-way flight to 
Japan was booked. 

But it wasn’t perfect. Not quite. 
As Giles remembers, there 
were three of us invited to NCL, 
programming Starfox, with a couple 
of people in England working on 
the chipset [for the FX chip that 
helped to power the game's 3D 
graphics]. So it was quite annoying 
at times, because we were working 
around and if we had a bug we 
didn't know if it was a hardware 
thing or a software thing.” 

Dylan recalls some other 
problems: We weren't able to 
speak much Japanese at that point. 
And Nintendo didn’t supply much 
technical support at all.” 

Giles explains: “They didn’t have 
any technical skills at all back 
then. All they'd done up until that 
point was just platform, jumping}.. 
they were quite behind with a lot/of 
stuff, like 3D.” 


ARRIVALS 


So there they were, living in Kyoto, 
working at Nintendo. The cream of 
3D programmers from the West, to 
teach Nintendo - to teach Nintendo! 
— how 3D games were made. What 
a responsibility. Did it bear down 
on them like the huge task that it 
surely was? “Not really. We went 
out and got drunk every night.” 
Dylan and Giles are smiling. Youth 
it seems, triumphed over any sense 
of being burdened. Responsibility: 
what a stupid thought when you've 
not yet lived 20 years. 
But they did know that theirs was 
a tough job. These were the 3D kids, 


TARGET 


but as Giles so eloquently puts it, 
“3D looked shit. You had flat shaded 
polygons, maybe one texture.” 

Dylan agrees: Yeah, like when 
you compared FX Fighter [an early 
and quite abysmal polygonal beat 
‘em up] to Street Fighter Il the 
punter on the street saw a bloody. 
mess in FX Fighter, whereas in 
Street Fighter you had nice bright 
colours and it looked great.” 

Giles elaborates on the 


Startou 2 


Dylan and Giles were charged with 
the task of developing Starfox... 

According to Dylan, Starfox began 
life in England: “It all originated 
from Starglider, really. Starfox was 
going to be Starglider 3.” 

But Giles is quick to make a 
telling point: ‘If it had just been an 
Argonaut game it would have gone 
horribly wrong.” 

The difference, they say, lies in 
the ability of Nintendo's planners 


“bie werent able to speak 
much dapanese at that point. 
find tintende didn’t supply much 
technical support at all...” 


contrasts within the games 
industry at that point: “There was 
this huge divide between arcade 
3D and home 3D. Basically, arcade 
was brilliant. Games like Starblade 
just looked spectacular at the 
time, and when you compared that 
with the SNES stuff... well, there 
was just no comparison at all. We 
wanted to try to get that sort of 
quality on the SNES through the 
Super FX chip.” 

Dylan looks like he’s ina dream 
when he remarks: We played a 
lot of Starblade.” Indeed, Giles 
and Dylan are speaking with 
something approaching affection 
inflected in their voices. Imagine: 
young, in Japan, away from family, 
away from the West, playing lots 
of arcade games, drinking lots of 
beer. They were having the time 
of their lives. But there was work 
to be done. Along with a team of 
Japanese Nintendo employees, 


and designers. Dylan and Giles 
would develop maps and other 
systems, which Nintendo's 
designers would then take and, to 


* quote Dylan, “do stuff with it we 


couldn't even imagine.” 

Ah, Nintendo. Some would give 
a limb to walk NCL corridors. 
Thanks to a deal between Argonaut 
and Nintendo — whereby NCL 
would develop three games using 
Argonaut’s star programmers 
= Dylan and Giles worked there 
for a few of the company’s most — 
illustrious years. The first game in 
this deal was Starfox, the second 
was WildTrax (known as Stunt Race 
FX outside of Japan) and the third 
was the completed-but-unreleased 
Starfox 2. 

Giles explains the low-key state 
of Nintendo back then: When we 
got there, there were just EAD and 
R&D #1. And they were next to 
each other. They were both tiny, 


and they were the only teams in 
NCL. They didn’t really have much 
interest in making a lot of games 
because they were making enough 
money from Mario.” 

Dylan paints another stroke 

on the blank canvas that is NCL 

to outsiders: “It was a bit like a 
hospital. It was very white. The 
lobby is just pure white.” 

After working on Starfox 
together, Dylan and Giles were 
assigned separate projects; and 
Chris, the third signing, returned 
to} England. 

“| was doing Stunt Race FX and 
Dylan was doing Starfox 2. During 
the development of Starfox 2 and 
Stunt Race FX we were in a room 
about the size of this one [we're 
sat in an airy 90m2 office] but we 
were split in two by a partition,” 
says Giles. This was in order for 
them to teach more of Nintendo's 
Japanese workers how to program 
in}3D. They were entrusted with 
this assignment as teenagers, 

yet they performed it so well 

that these young Englishmen 


current employees. And just look 
at Nintendo's 3D games in the 
post-SNES era. That was some 
impressive educational work. 


SIDE STORY: STARFOX 2 
Unreleased games are perhaps the 
most tantalising titles of all. There 
they are, but not quite within reach. 


directly taught some of Nintendo's ‘ 


So what was it - Starfox 2 - like? 
Dylan speaks with enthusiasm: 

“It was kind of like the Starfox 
that came out for the GameCube, 
Starfox Assault. You had a lot of 
free-roaming exploration and had 
to work out what to do, and the 
levels were really short. There 
wasnt just the Arwing: there was a 
walker and a little hovering thing, 
and you could switch between 
them. That was a main point, 
because the maps were a lot 
smaller than in Starfox and they 
were square; they required you to 
do stuff in an arena. 

“There were hundreds of 
those little stages, and they were 
selected randomly as you played 
through a strategy map. You had 
the enemy forces coming down, 
and had to play battles with them 


| Bee 
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on planets. It worked quite well but 
for Nintendo it wasn't enough like 
the original Starfox. The designers 
really went off on a tangent. The 
new FX chip it used allowed for a 
lot more textures and things.” 


CLEVER MOTTO 


If there's one individual who is 
the face of Nintendo, it’s Shigeru 
Miyamoto. Giles remembers him 
as a kind of father figure in the 
early days of their time at NCL. ‘In 
the first months, he used to take 
us out to lunch each day,” Giles 
recalls fondly. 

“Yeah, it was just like a little 
mama-run place,” Dylan adds. 

“Everyone from Nintendo 
used to go to a little place called 
Tomimasu. Which was a lunch café 
type of place. You had all the big 
knobs at Nintendo going there for 
their lunch. So if you wanted to 
get any inside info you just had to 
have lunch there at 12. They must 
have been going there for years,” 
reckons Giles. 

He continues: Miyamoto was 
actually the only guy in the office 
who could go out for lunch later 


1G4G Snowboarding 


than 1.00. Y know, we'd always 
come back after the bell.” There's 

a bell? “There were four: at 8.45, 
12.00, 1.00 and 5.30. They used the 
same bells as are used in Japanese 
schools. But | think that’s standard 
in lots of Japanese companies.” 

True, Dylan affirms, but “it didn’t 
keep Miyamoto in line. | mean, he 
was the only one who turned up 
late in the mornings.” 

“| think he got a rollicking 
sometimes, adds Giles. Surely 
not! Nintendo's patron saint 
= castigated? Back then he was 
just like another project manager.” 
But a genius of a project manager, 
yes? 

Dylan looks pensive and then 
offers: “| think he’s got an eye 
for a good idea... You can't really 
say anything negative. He's very... 
astute. He also knows when a 
game isn’t working, and that’s 
important as well — you need the 
scissors sometimes.” 

Giles remembers a different side 
to Miyamoto's game: He spends 
a lot of time on how the player will 
control the camera. A lot of people 
don't realise how important that is, 
but it’s key to making a good game.” 

Attention to detail, then, appears 
to be Miyamoto’s key strength in 
the eyes of Dylan and Giles. 

Speaking of personalities, let’s 
throw another name in and see 
What happens: Hiroshi Yamauchi. 

“Never met him,” says Dylan. 

Giles sits up and triumphantly 
declares: | trod on his toes once. 
But that’s the closest I’ve ever got 
to him.” 


Starfon Command 


“Did you say sorry?” asks Dylan, 
shocked at this revelation. 

Giles was clearly in possession 
of wisdom beyond his years: No | 
didn't. | didn’t know what to say. | 
Just pretended It wasn't me.” 


16-BIT WAS DEAD 

After developing for the SNES, 
Giles was kept at Nintendo 

and put to work on the N64. 
Dylan moved to Sony Computer 
Entertainment America to work 
on the PlayStation. Their paths 
were spliced, for the time being, at 
least. Giles, though, it seems, was 
having a particularly fun and eas 
time of it: 

“| did about two years working 
on the Shoshinkai [known more 
recently as Spaceworld] demos 
of Zelda and things like that, and 
the Mario face at the beginning of 
Super Mario 64. Just generally fun 
stuff, really. We all had really nice, 
really expensive SGI units and they 
had these little cameras, which 
was a unique thing to have ona 
PC, y know, a video camera. So | 
was playing around with things ke 
balls attached to my face and went 
to control the Mario face with a 
kind of Ping-Pong ball. So | ant a 
year doing that,” he says smugly. 

How would the original 3D kids 


adapt to the first console properly é 
ie 


capable of pushing polygons? 

Not surprisingly, they were at 

the forefront of development on 
both Sony and Nintendo’s new 
hardware. Dylan and Giles lavish 
praise on their respective systems, 
but then agree that both had their 
good points. Giles sweeps up the 
crumbs of their broken biscuit: 

“There were these two different 
ways of thinking about 3D. They 
were completely opposite. Sony's 
idea was that if you had lots and 
lots of polygons you could make 
everything finely detailed. But the 
downside was that the overall 
image would have less quality. 
The textures would warp and you 
wouldn't have anti-aliasing. But 
people eventually found ways 
around it so that you couldn't 
actually tell the difference between 
the PlayStation and N64.” 

It's a mark of how important he 
had become within Nintendo that 
Giles was even assigned a few 
tasks on the development of what 
many still consider to be the finest 
videogame ever created, Super 
Mario 64. Giles’s next project was 
the seminal 1080 Snowboarding. 

The American nightmare 

While Giles had remained in 
Kyoto, Dylan was now plying his 
trade at SCEA [Sony America]. He 
stayed there for three years before 
transferring to SCEl in Japan. 

Dylan is optimistic about 
Japanese game design: 

“Japanese culture is based on 
looking out for others. And it comes 
out a lot in their game design. They 
try to tune the players’ experience, 
so that it’s good for the players 
— not for themselves. That's why 
Miyamoto spends so many hours 
on the controls and on getting the 
camera right: he’s trying to get it 
perfect for the player.” 

It’s true that Japanese culture 

is Unique in this respect. Your 


Mario G9 face 


reporter's first trip to Japan was 
sufficient to convince him of this 
race's unparalleled measure of 
consideration. Dylan highlights 
one of the practical effects of this 
fine quality, saying ‘the Japanese 


game design].” 

| But let’s be realistic. There 
aren't solely wholesome qualities 
evident in Japan, nor in Japanese 
game design. Giles has noticed 
something particularly striking in 
his time in Japan: They don’t really 
have any sense of tastefulness. It’s 
quite different from the West. You 
can do anything here. Anything at 
all. It’s great when you don’t have 
to worry about that.” 

Looking forward, Dylan and Giles 
ow have their own companies 
named Q-Games and Vitel 
respectively - and both intend 

to stay in Japan. But will the 
Japanese videogame industry 
survive? Will it ever truly thrive 
again? These are the questions 
that matter to the developers 

that matter, Dylan and Giles don’t 
appear overly concerned. 
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“bapanese culitre is based 
Of booking owt for others. And 
it COMES OWt o bot in their 


Hate design...” 


always put themselves in the other 
person's place. Which is probably 
why there isn’t much in the way of 
petty crime — they think how they d 
feel if they had something like that 
done to them.” 

Relying on his experience 
of working in the West, Dylan 
confirms the obvious contrast 
between East and West: A lot of 
people who make games make the 
game that they want to make. A 


lot of people - generally Western 


developers = have a selfish way of 
making games. The game will end 
up being really difficult. Whereas 
you ve got to not think about what 
you want in the game, but what 
the player will want to see. And | 
think that’s the major difference 
[between Japanese and Western” 


| 

| “Everything's diluted,” Giles 
reveals. “It used to be that you 
could make a big hit and sell 
millions, but nowadays you can’t 
do that at all. | think it’s quite 
good, actually. People say it’s 
bad, that you get a lot of shit out 
there, but the shit's not going to 
last for long. It’s like the Internet: 
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there's still a load of crap sites 

out there, but nothing's changed 
really because you've still got 
quality out there — there’s just a lot 
more noise. People have to try to 
ignore the noise. It’s just a matter 
of educating people not to buy the 
crap games.” 

Dylan’s view is just as well 
rounded: “The Japanese are 
very good at finding new ways of 
entertaining themselves. That's 
Why it’s not solely videogames 
any more; they're not blinkered 
like that. There are a number of 
different avenues, choices they 
have, and whichever one is most 
fun, they ll go with that.” 

Dylan makes a good point there: 
the Japanese are always in search 
of new entertainment. They're 
hardcore pleasure-seekers, not 
hardcore gamers. But games are 
fun and so they're still sought 
after. Dylan and Giles are safe. 
Few Westerners have had such 
an impact on the evolution of 
3D Japanese videogames. Both 
have shown in their illustrious 
and eventful careers that they 
know not only how to program 3D 
graphics better even than Japan's 
finest programmers, but — from 
witnessing first-hand Nintendo's 
methodology and Japanese 
developer culture — that they know 
how to make fun games. 

Dylan looks youthful and there’s 
innocence in his manner when he 
says quite simply, | want to live in 
Kyoto and make games.” NG 


Dylan Cuthbert’s Q-Games 
finished Starfox Command (DS) 
and Digidrive (GBA) in 2006. 
Q-Games is now working on an 
as-yet-unannounced next-gen 
project. 


Giles Goddard’s new company, 
Vitel, comprises himself and a new 
recruit from Retro Studios. 


en treet 


ot long after the Wii's 
launch into homes around 
the world, experiments 


aiming to measure the health and 
fitness benefits of the console 
began popping up. One blogger 

in particular, posting under the 
alias of hey_surburbia, became 

a minor media darling as he 

set about establishing a routine 
and taking regular and detailed 
measurements of the effect that 

a half-hour of Wii Sports each 

day would have on his health. The 
experiment lasted for a period of 
six weeks — by the end of this time 
he had not only lost weight, but 
his body fat had also dropped by 
almost two percent. His resting 
heart rate had also fallen. In short, 
he wasn't just slimmer - he was in 
better health. 

The fitness achievement of the 
Wii isn’t just that it works - not by 
long shot. {Even those treadmills 
advertised on late night TV works 
if you use them regularly.) No, the 


real strength of the console is the 
same thing that has been central 
to Nintendo's existence ever since 
the company decided to move into 
gaming: playing the Wii is actually 
fun. Walking ona treadmillis a 
discipline, but playing a round or 
two of Wii Boxing is recreation - it 
makes the means to the end far 
more bearable. 

There are scattered rumours 
that Nintendo fully comprehends 
this potential and is working on 
a health title for the console that 
will provide a structured body 
workout in the same way that Brain 
Training exercises grey mushy 
matter. This is pure speculation, 
and - considering Nintendo's 
notoriously tight-lipped PR 
- will likely stay as such. But the 
recognisable plausibility of such a 
title says plenty by itself. 

By launching the Wii, Nintendo 
is appealing to the gaming 
community's sense of fun and 
their physical play impulse 
simultaneously. In the process, 
the company may have unwittingly 
invented the world’s greatest 
fitness machine - not just because 
it works, as your health will 
obviously improve if you 

spend time physically 
moving about that you'd 
otherwise have spent 
lazing around, but also 
because it actively makes 
you want to move around 
instead of sitting down. People 


are going to find themselves 
getting into shape without ever 
having intended to do so. 

It is perfectly possible, for 
example, to play Wii Tennis by 
laying back on a beanbag and 
using small flicks of the wrist. But 
it’s far more fun to leap around 
like a deranged gorilla, even if it 
makes little (if any) difference to 
the immediate gameplay - the 


one-handed nature of the remote 
ensures that it feels perfectly 
natural to hold while standing up. 

Of course, the Wii is not the 
first home console to incorporate 
physical movement into the 
game-playing experience. Sony's 
Playstation peripheral, the Eye Toy, 
can also monitor physical activity; 
but due to the relative simplicity of 
the camera itself, the games that 
use it are almost all gimmicky. 
Moreover, gamers need to actually 
buy the camera as an extra 
expense, knowing full well that 
only a limited number of games 
make use of it. 

Even if the Ps3’s sixaxis motion 


sensing technology feels primitive 
in comparison to the Wii's 

- and with only a few Playstation 
designers integrating it into their 
games, it will take a while for that 
console to catch up. 

In contrast, the Wii controller 
is included with every console; 
and every Wii game has been 
designed with the controller in 
mind. The Wii has had gamers 


jumping around almost as soon 
they've gotten the system out of 
the box, thanks in no small part 
to Wii Sports being a pack-in title, 
and with a standard controller that 
encourages such activity. 

It seems perfectly reasonably 
to expect that we will be seeing 
proverbial truckloads of titles that 
may actually solve some cases 
of childhood obesity by accident. 
Perhaps it’s even time our public 
schools invested in a couple of 
systems, if sales ever slow down 
enough to make it possible. The 
Wii's much cheaper and more 
versatile than a Dance Dance 
Revolution machine, after all. NG 
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GAME OF THE MONTH 


5 SONIC AND THE SECRET 
RINGS (Wil) 


Sonics first custom-made Nintendo jaunt may not satisfy on all levels, but theres 
Still plenty to enjoy in this ambitious and fast-paced title. 
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GLOSSARY > 


Gaming terms explained >. °7 


Action: A style of game 
characterised by their 
emphasis on visceral and 
eflexive acts, such as 
running, jumping, and fighting 
e.g. Red Steel, Viewtiful Joe) 


Adventure: A style of game that 
focuses on almost exclusively 
narrative, exploration, and 
puzzle solving. Not very 
common on consoles, though 
there are notable exceptions 
e.g. Another Code) 


Fighting: A type of action game 
that emphasises one-on-one, 
martial-arts driven combat. 
Fighting games come in two 
distinct flavours: 2D and 3D. 
Examples of 20 fighting games 
include Street Fighter il and (to 
a lesser extent) Super Smash 
Bros. Melee. 3D fighting games, 

which tend to be more realistic, 

are exemplified by titles such as 
Virtua Fighter and Soul Calibur Il 


=> 


First person shooter (FPS): 

A type of action game 
characterised by its emphasis 
on gun combat and its use of 
the first-person perspective 
to simulate the protagonist's 
point-of-view (e.g. Call of Duty 
3, Metroid Prime Hunters) 


GBA: The Nintendo Game Boy 
Advance 


Minigame: A small, usually 
simplistic game contained 
within another, larger game 
(e.g. the touch-screen games in 
Super Mario 64 DS) 


Multipayer: A feature that 
enables multiple people to 

play the same game at once, 
either on a single console 

with multiple controllers (e.g. 
Wii Sports), or on different 
consoles linked together via a 
network (e.g. ad hoc and online 
multiplayer in Mario Kart DS) 


N64: Nintendos Nintendo 64 
console, circa 1997-2002 


NES: Nintendos Nintendo 
Entertainment System, circa 
1986-2002 


Nunchuk: A controller extension 
that is plugged into the base of 
the Wii Remote. Used in many 
games, including Wii Sports, 
Red Steel, and Call of Duty 3 


Party Game: A style of 
multiplayer game specifically 
developed to be played in a 
social context. Most party 
games are made up of a variety 
of mini-games strung together 
by an overarching theme (e.g. 
Mario Party, Super Monkey Bal) 


Platform Game: A type of action 
game in which the player 

must navigate treacherous 
environments by performing a 
variety of acrobatic feats. Like 
fighting games, platform games 
(also called platformers’) are 
generally divided into two main 
categories: 2D (such as Super 
Mario World) and 3D (such as 
Super Mario 64 DS) 


Puzzle: A style of game in which 
the player employs a variety 

of cognitive skills to solve 
puzzles, the type of which 
varies from game to game. 
Some common types include 
logical (e.g. Minesweeper), 
spatial (e.g. Tetris), or abstract 
(e.g. Meteos) 


Rhythm Game: A type of 

game in which the goal 

iS to enter a sequence of 
commands (sometimes via 

a special peripheral) in time 
with a musical beat - usually 
represented by a series of on- 
screen prompts (e.g. Dancing 
Stage Mario Mix, Donkey Konga) 


Roleplaying Game (RPG): 
Role-playing games emphasise 
story and character building over 
action. They usually take players 
on long quests to save the world 
from a dastardly evil and involve 
stuff like stat-points, levelling up 
and lots of talking (e.g. Zelda: 
Twilight Princess, Mario & Luigi: 
Partners in Time) 


Simulation (Sim): A type of 
game that aims to simulate 

a real-world activity with a 
relatively high degree of accuracy. 
Mostly confined to the PC, 
notable examples of the genre on 
Nintendo platforms include The 
Sims (8 people sim) and Theme 
Park DS (a park management sim) 


SNES: Nintendos Super Nintendo 
Entertainment System, circa 
1992-1997 


Strategy: Strategy games are all 
about careful planning. They often 
involve activities like commanding 
troops, building bases and 
Managing resources such as money, 
oil and wood (eg. Final Fantasy 
Tactics Advance, Battalion Wars) 


VC: Virtual Console, 2 utility 
which allows older generation 
games to be played on the Wii 


Wiimote: Another name for the 
Wii Remote 


Wi-fi: A wireless network 
standard which allows the 

Wii and DS to connect to the 
internet (and in the case of DS, 
other DS consoles) 


a! 


WHAT WE'RE PLAYING THIS MONTH | 


Q: Which forthcoming Wii title are you anticipating 
the most? 

Dan Stapleton (Editor) | 
| “The Godfather: Black Hand Edition. (| frisked i 
“a thousand young punks.) 


1. Sonic and the Secret Rings (Wii) 
| 2. Zelda: Ocarina of Time [VC] | 
| 3. Spectrobes (DS) | 


Dan Staines (Deputy Editor) 
“Super Smash Bros. Brawl - | want to play as 
Snake. And | want to slit Pikachu’s throat.” } 


1. Final Fantasy 6 (GBA} 
2. Metal Gear Solid 2: Sons of Liberty [PS2] 
| 3. Rhythm Tengoku (GBA) 

Sally Woellner (Art Director) 

“Pangya! Ludicrously cutesy floating sentient 
7 paper bag caddies, plus swords used as golf 
4. clubs. What more could you want?” 
1. Elite Beat Agents (DS] 


| 2. Metal Gear Solid 2: Sons of Liberty [PS2] 
3. World of Warcraft: The Burning Crusade [Mac] 
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The Nintendo Gamer Score System 


All games reviewed in Nintendo Gamer are scored out of 100. The following 
is a concise rundown of how our score ranges break down: 


Games that score 
in the 50-79 range | 
' are decent - but | 
— unworthy of unreserved =| 
recommendation. Try 
' before you buy. 


| Games that score inthe | | 
\ | 0-49 range are inferior 

' and unworthy of your 
_ consideration. Avoid them. | 


| 
| 


Games that score in the 
95-100 range are absolute | 
| masterpieces that no 


Games that score in the 

80-94 range are excellent = 
and definitely worth > 
purchasing. Add these to | | Self-respecting gamer can | 
your collection whenever afford to miss out on. You | 
possible. / | 95-100  wustbuy these games. | 
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Anthony Corbett is just happy that Shadow is restricted to a cameo. 


INFO 
GENRE: Adventure/Platform 
"DEVELOPER: SEGA 
RATINGS 
"PRICE: $99.95 | 
PLAYERS: 


Guide Sonic through a loose 
approximation the ancient 
tales of the Arabian Nights. 
You'll tear through some 
exceptionally pretty stages 
that play like a cross between 
time-trials and old-school 
platform game levels, whilst 


utilising a vast array of powers. | 


EXERT-O-METER ual 


Constantly throwing 
the pad forward 
for lock-ons is 
surprisingly taxing. 
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onic the Hedgehog was one 
S: most recognisable game 

characters of the 16-bit era, 
with his exuberant debut redefining 
conceptions of how platform 
games ought to be. The sheer 
pace of the spiky blue one allowed 
developer Sonic Team to produce a 
wide range of interesting variations 
on environmental obstacles and 
platform conventions. As time 
went by, it became apparent 
that the developers weren't 
entirely sure how to translate 
this success into the third 
dimension. The Sonic Adventure 
series featured Sonic-specific 
sections that were definitely a 
step in the right direction, but they 
were overwhelmed by middling 

segments that starred an 
ever-increasing 


supporting cast. After the 
abhorrent Shadow the Hedgehog 
diversion, Sonic Team promised to 
send the series back to its roots, 
even going so far 
as to title their 
Xbox 360 and 
PS3 outing Sonic 
the Hedgehog. 
Unfortunately 
Sonic ‘06 turned 
out to be not 
“= only a clear 
continuation of 
the Adventure 
series, but 
arguably the 


worst iteration. Sonic and the 
Secret Rings therefore not only 
has to be a decent game in its own 
right, but it’s also been given the 
rather dubious task of redeeming 
the entire Sonic series. 


RENAISSANCE 


The control scheme in Secret 
Rings is a bizarre racing/ 
adventure game hybrid. Using the 
Wiimote in handlebar mode [on 

its side], you steer Sonic along his 
predetermined path by tilting the 
controller left and right, and make 
him step backwards by leaning 
the Wiimote towards you. Pressing 


the ‘2’ button performs either a 
short hop or, when the button 

is held down, launches Sonic 
into a slide that slows him down 
and lengthens his jump. Once 
airborne, an automatic lock-on 
system allows Sonic to perform 
his homing attack on enemies and 
objects. This assault is activated 
by rapidly plunging the Wiimote 
forward. It’s a visceral gesture 
that will come to illustrate your 


feelings towards tougher enemies. 


Aside from this basic repertoire, 
Sonic also has a subset of 
specialty moves that are used less 
frequently, such as sidling along 
narrow ledges, grinding rails, 
launching himself from catapults 
and travelling to higher regions 


via magical flying jars (the latter 
requires you to repeatedly shake 
the Wiimote in order to ascend). 
There are also two special moves, 
named Time Break and Speed 
Break, which are governed by 
a small meter on the side of 
the screen that is replenished 
by collecting pearls scattered 
through levels. Time Break 
allows you to slow down time so 
that you can evade enemies and 
navigate obstacles more easily, 
whilst Speed Break puts Sonic 
into overdrive and can’t really be 
used on anything but flat 
stretches. 

But the focus is most 
definitely on the stock 
actions and how you 


| CAN'T HOLD ON MUCH LONGER y 


Given that Secret Rings relies so much on trial-and-error gameplay, we're a tad 


confused as to why SEGA opted for an almost exclusively vocal soundtrack. The pop- 
rock obsession the series cultivated during its Sonic Adventure phase shows no signs 
of abating; though to be fair, any music is going to grate when you have to repeat a 


section for the twelfth time... 


utilise them against the various 
obstacles in the game. The 
developers have implemented 
an experience point system 


ba. 


(RPG element, if you really must) 
that sees your essential move 
list gradually develop as you 
complete more missions and 
stages. Movement 

to the left and right 
becomes smoother, 
back-stepping allows 
you to attack nearby 
enemies, and there 
are even a few extra 
special manoeuvres 
to unlock, but you're 
limited as to precisely 
which features you 
can implement at 
any one time. Each 
upgrade comes with 
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“| Take a ride on my pineapple... 


a certain skill point price, so you 
can only add a certain amount of 
functionality at a time. But you're 
given four “skill rings” to trick 
out - this allows you to customize 
each one to better aide you in 
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completing different objectives. 
It's imperative that you make 
the most of this system, as the 
mission types across each of the 
expansive worlds vary wildly. 
Aside from the basic “race to 


Giant Enemy Crab, weak spot, MASSIVE DAMAGE, etc. etc. 


AVAST, ME HEARTIES! 


Something we regrettably forgot to mention in the main review body is that Secret Rings 
is one of the best looking Wii games to date. Though it's obviously better appreciated 

in motion than in static pictures, the screens dotted about these pages should give you 
some indication of just how pretty everything is. The Pirate Storm level in particular 

looks fantastic, with enormous ships stretching across a black, black ocean, whilst a 
devastating storm does its best to impede Sonic’s progress. It’s also one of our fave levels 
simply because the enemy jinn are wearing little pirate hats. 


the goal” affairs that kick off STAND STILL, DAMNIT! 
every stage, there are numerous All the mission diversity, collectible 
objectives to be completed such widgets and stat customisation in 
as destroying a set amount of the world don’t mean much if the 
enemies, finishing a stage with no core mechanics aren't reliable - 
rings and racing against a small, and the fundamental properties of 
spherical spirit. The first mission Secret Rings’ gameplay are indeed 
essentially gives you an extended unpolished at best. 
tour of the level, whilst the side- The gesture that governs the 
missions take place within back-step feature, for instance, 
separate sections of this is quite inconsistent. It can be 
greater whole. Areas are incredibly exasperating when 
occasionally recycled, but you are required to reverse 
you ll be too preoccupied and the hedgehog insists on 
with collecting one of the shifting forward instead. This is 
many hidden items in compounded ten-fold in the battle 
each mission or trying to segments that increase with 
set a lap record to notice depressing regularity throughout 
that you've been through the game. Here you are typically 
a particular cave several locked in a very small arena, often 
times already. in the midst of multiple foes, 


with Sonic's natural inclination to 


ge 


constantly move in one direction 
making things far more difficult 
than they should be. Combine this 
with the camera's insistence on 
manoeuvring itself into all manner 
of unhelpful angles at these 
junctures, and combat becomes an 
exercise in pure frustration. 

More problematic still is 
ascertaining whether or not you've 
approached an enemy or object at 
the right angle and speed to trigger 
the lock-on mechanism. Initially 
it's not too problematic and you'll 


“Areas are occasionally 
recycled, but you Il be 
too preoccupied to notice 
that youve been through 
a particular cave several 

times already... 9 @ 


pass it off as part of the learning 
curve, but as you progress, you'll 
start to question exactly how many 
impromptu restarts were the fault 
of your reflexes. Precisely the 
same dilemma exists in regards 

to braking and jumping between 
short, successive platforms - Sonic 
simply doesn’t respond quickly 
enough (or at all]. You ought to be 
able to skim across the top of a 
series of platforms, pressing ‘2’ a 
little early each time to compensate 
for the sliding technique that 


triggers before a jump; but more 
often than not, the little blue 
bastard will careen into the gap 
because he doesn’t want to slow 
down. Even jamming on ‘1’ to bring 
him to a complete halt doesn’t work 
as often as it should, with Sonic 
occasionally sliding off the platform 
for no apparent reason. 

As the stages increase in 
difficulty level and you're forced 
to replay individual sections over 
and over, these glaring design 
flaws become far more obvious. 


review 


NIC AND THE LACK 


OF IMAGINATION 


Though nobody's playing Sonic games for their 
complex plots and biting social commentary, 

it would have been encouraging if Secret 
Rings had sought to go beyond one of the 
most hackneyed narrative devices in history. 
The entire game is centred on Sonic falling 
asleep whilst reading the Arabian Nights and 
being transported into the ancient collection of 
Middle Eastern tales at the behest of a comely 
female jinni, Shahra. Err... 


Whether or not they're a sign 
of the developer's inability to 
implement the Wii's controls 
exactly as they might have hoped, 
the imprecision takes something 
bearably repetitious and turns 
it into a chore. This is a damn 
shame, because whenever you hit | 
a section in which those niggles | 
aren't as pronounced, Secret | 
Rings is a thoroughly exhilarating 
and challenging title. 
Sonic and the Secret Rings 
is a welcome return to form 
for everyone's favourite blue 
hedgehog, but there's still plenty of 
room for improvement. NG 


VERDICT. 


UP: It’s very fast © Loads of customisable 

powers © Quite challenging 
| DOWN: Control issues © Mini-games 
| are disposable © Voice-acting and | 
| music vocals 


_ SCORE: | 
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CATEGORY: Other 
DEVELOPER: Tato 
__ RATING: TBC. 

Pa 


EXERT-0-METER 


Less effort than cooking 
the dishes in real life 

(although you can’t 
eat these ones) 
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ooking Mama was 
something of a sleeper hit 
on the DS, and now Taito 
is hopeful that this Wii iteration 
can achieve the same understated 
success on Nintendo's latest 
format. In short, it’s asking for 
its just dessert. (Be warned: 
there will be more than a few 
teaspoonfuls of puns in this 
review. If you can’t stand the puns, 
get out of the kitchen!) 

Cooking Mama's main course is a 
serving of fairly standard demands: 
chop this, stir that, and press the A 
button when the microwave needs 
to be turned off. Almost everything 
is controlled through Wii Remote 
actions, giving you control of all 
sorts of kitchen accessories as you 
work through the game’s menu of 
cookable dishes. 

The cuisine that can be prepared 
here is listed randomly, but 
national flags provide a simple 
display of where each dish comes 
from. China: shrimps basted in 
chili sauce. France: profiteroles. 
Italy: spaghetti Bolognaise. Japan: 
onigiri. The whole thing seems 
like a contrived plan, designed to 
make your stomach rumble. (And 
on that note, it’s as successful as a 
Michelin-starred chef.) 

Cooking Mama's gameplay - and, 


IMPORT REVIEW 


indeed, its overall design - is perfect 
for children. That's not a slight 
along the lines of “Nintendo is teh 
kiddy!!!" - it’s just an appraisal of 
the comments dished out after each 
stage (“You're an even better cook 
than mummy,” and, “Don’t worry 

- mummy will make everything 
better”) and the simplistic 
instructions that are provided before 
each preparatory level. The whole 
thing is just a bit patronising. 

In spite of those 
disappointments, though, Cooking 
Mama leaves a sweet aftertaste. 
Each completed stage reveals 
another new recipe, which 
gives plenty of incentive to keep 
on cooking, while the game's 
two-player mode adds a dash 
of competition to encourage 
culinary perfectionism. And, most 
importantly, the response you get 
from Wii Remote movement is 
perfect - when you chop a carrot, 
for example, you can feel the knife 
hit the chopping board through 
the controller's rumble feedback. 
Similarly, stirring and pouring are 
thoroughly satisfying actions. 

There isn’t enough depth here to 
keep grown-up gamers entertained 
for more than a few days, but 
we'd genuinely recommend it as 
essential for any readers who have 


kids. And, you know, it won't rot 
their teeth. So that’s good. For adult 
players, Cooking Mama on the Wii 
makes a good diversion (particularly 
in two-player mode) and builds on 
the light-hearted success of the DS 
original. From either perspective, 
this is the videogame equivalent of 
tasty tapas. (And you can relax now: 
the puns are over.) NG 


--PEHOZE. 


STRSLESRARUUMLS. 


FIRE EMBLEM: 


Jonti Davies bicadd it’s time to wake up. 


INFO. 


~ CATEGORY: $ Strategy RPG 


DEVELOPER: Intelligent 
Systems — 


RATING: TBC 
PRICE: 5,800 
PLAYERS: 1 


Not all Wii games need to be 
physical, and Goddess of Dawn 


clearly shows that a cerebral 
challenge can be just as 
enjoyable as any arm-waving 
antics. 


EXERT-O-METER 


The least strenuous game 
on Wii so far (not that 

there’s anything 
wrong with that...) 


oddess of Dawn is not what 
G most people would class 
as a ‘next-gen’ game - it’s 

more like ‘last-gen’, and gives 
the impression that Intelligent 
Systems probably had most of the 
hard work done on a GameCube 
dev kit, before simply plonking it 
onto the Wii. There's nothing here 
that couldn't have been done on 
the old Purple Wonder. Compared 
with the technical level of Path 
of Radiance, Goddess of Dawn is 
only slightly more advanced. It 
makes sense to stick with similar 
graphics, though, because the two 
games are closely related. 

Goddess of Dawn takes place 
three years after the end of the 
events in Path of Radiance. The 
big war in that game was between 
the nations of Crimea and Daein, 
with Crimea claiming the final 
victory. Daein is now under the 
vassal rule of Begnion, but things 
aren't going well there and most 
of the population is unhappy with 
the situation. And it’s there that 
Saza, Mikaya and comrades enter 
the scene. 

Actually, “scene” is the right 
word for this game. It plays like 
a play, if you see what we mean, 
with the whole story divided into 44 
acts. The length of each of these 


GODDESS 
e OF DAWN IMPORT REVIEW 


, ie 
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parts varies, but generally you can 
expect to spend between 30 and 
90 minutes on each act (although 
it can take much longer if, like 
us, you're prone to accidentally 
‘sacrificing’ your key characters). 
If we do the maths (with an s, 
please!], the whole game will take 
players a lot longer than 25 hours 
to complete. It could even take you 
50 hours. (And it'll probably take 
us 75 hours, at this rate.) The point 
is, Wii Remote functionality or no 
Remote control, Goddess of Dawn 
will represent stupendously good 
value for money. 

Oh, did we mention that? 
Yes, this one of those rare Wil 
games that doesn’t involve any 
physical movement other than the 
repeated presses of digits against 
d-pad and buttons. Instead, 
Goddess of Dawn plays perfectly 
well with a Classic Controller (or 
a GameCube controller, for that 
matter) or with the Wii Remote 
held sideways like a NES pad. 
Honestly, this is not a bad thing: 
for a game that challenges the 
slow, armchair general part of 
your brain, there would be no 
point in tacking on a control 
system that challenges your 
reflexes. So Intelligent 
Systems hasn't. 


review 


tt | geen Giant Arrow Super Love Missile Attack! 


The main and most impressive 
area of Fire Emblem has always 
been its battle system. Goddess 
of Dawn doesn't offer much in the 
way of new features - other than 
a few new weapons (Strike, Dark 
Magic, and the ever-useful Knife] 
- but again, why change a winning 
formula? The game still plays 
out on a grid, and those grids are 
spread out across maps that are 
sometimes vast enough to cover 
whole villages and towns. As ever, 
Goddess of Dawn sticks with the 
Fire Emblem philosophy of ‘battles 
over exploration’, and the results 
are excellent. Call us philistines, 
but this game does more for us 
than chess ever can. NG 


our 


| UP: More than 50 hours Porth of 
absorbing play ¢ Stirring orchestral 
| music @ ‘Admirably traditionalist 


“VERDICT 


DOWN: Lack of true Wi pent. 
functionality could be a turn-off for 
| some © Looks mediocre 


“SCORE: 
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INFO 


~ GENRE: Ato 

__ DEVELOPER: Tl 
RATING: 
_PRICE: $99 
PLAYERS: 


EXERT-0-METER 
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Despite mashing 
excessively, there's 
nothing too taxing 


here. 


vatar: The Legend of Aang 

(or ‘The Last Airbender’ 

as it’s subtitled in some 
regions} is based on the Nicktoon 
series of the same name. It 
charts the journey of Aang, a 112 
year old monk who's been ina 
cryogenic slumber for the past 
century and is thus in fact only 
twelve years old. He also happens 
to be the eponymous Avatar, a 
unique individual with the ability 
to “bend” all four elements to his 
will, though at this stage of his 
development he can influence only 
his native air domain. In the era of 
his reawakening, the imaginatively- 
titled Fire Nation is attempting 
to impose its might upon all the 
other continents of the world 
and apparently the Avatar poses 
something of a threat to these 
plans. 


Despite the improbable plot 
devices, oriental trappings 
and lack of kobolds, Avatar 
is ostensibly an old-school, 
overhead-viewed dungeon 
crawl. That means a 

heavy focus on combat, 

a multitude of fetch 

quests and more largely 
superfluous pendants than 


you can shake a staff at. Each of 
the seven sprawling chapters in the 
game consists of a town hub where 
the majority of your missions are 
handed out, along with several 
locales of varying significance 
connected by nondescript 
pathways. Assignments typically 
involve salvaging items for other 
characters in exchange for plot 
progression, experience points or 
rare items, and all are imbued with 
a large dose of combat. 

The Avatar and his allies 
each possess a standard attack 
that produces a small canned 
combination when the ‘A’ button 
is pressed repeatedly. This auto 
combo becomes increasingly 
more intricate and deadly as the 
characters level up, even if there’s 
no variation in its execution. 


Aww! That's the cutest boss monster we ever sawed. 


Similarly, Super Moves require 
just as little skill - you're actually 
rewarded with an instant kill if you 
can mash one button around fifteen 
times. Thankfully the series’s 
preoccupation with elemental 
manipulation produces some 
interesting special attacks that 

are performed by tapping ‘B’ and 
shaking the nunchuk left, right, up 
or down. Binding your foe to the 
ground, then switching instantly 

to another character (by tapping 
the d-pad] to finish them off with a 
powerful attack is a joy. At least, it 
would be if the enemies had tactics 
that developed beyond swarm, 
block and flee. Instead, fighting 
becomes incredibly repetitive 
because, Sadly, bashing ‘A’ is 

the most powerful and effective 
strategy. Furthermore, Aang’s staff 


— 


is powerful and has great reach, 
so there's little incentive to switch 
from the default character unless 
specifically prompted. 


But prompted you will be, as 
there are many character-specific 
activities dotted about to provide 
respite from combat, all of which 
take place within the framework 
of a unique mini-game that 
serves as the universal puzzle- 
solving mechanism. Holding 
down ‘A’ and wielding the Wiimote 
like a brush, you're required to 
replicate a series of 
Asian characters. The 
number of symbols you 
have to draw in order 
to complete a task 
gradually increases as 
you progress, as does 
the complexity of the 
pictograms themselves, 
with later characters and 
the seemingly arbitrary 
nature of success proving 
quite taxing. 

In conjunction with the 
fetch quests, solving 
puzzles typically 
unlocks the armour 
and trinkets that 
will turn your 
party into an 
unstoppable . rae 
force of nature. oll 
There may be 
a wide range of items 


to collect, but 
you can equip 
characters with placeholder articles 
whilst you attempt to upgrade to 
the one “ultimate set” for each 
character. Despite turning you into 
the aforementioned force of nature 
this system, in conjunction with the 
undemanding combat mechanics, 
pretty much negates the excessive 
status customization options that 
equipment variations allow. 

About here is where you'd 
expect us to say something about 
how, for all its failings, Avatar is 
salvaged when in the company 


of mates. Unfortunately we can't 
do that because it isn't packing a 
co-op mode. We find it more than 
a little mystifying that such an 
option is lacking here, doubly so 
given that group mechanics are 
a large part of gameplay. Instead 


WA [lett] The big arrow’s there to show you where to put the bullet. 


you are stuck with subordinate Al 
that ranges from barely competent 
to ineffectual; when they bother 
to pitch in at all, your entire 
party struggles to mop up single 
enemies in the time it takes you to 
get your mash on. 

Despite obviously being a 
current-gen title spruced up 
for the Wii, the presentation is 
quite pleasing, and there are 
number of neat ideas imperfectly 
implemented - such as the 
calligraphy. Its multitude of faults, 
however, make Avatar difficult to 
recommend to anyone other than 
fans of the show and littl'uns. NG 
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BALL Z 


aving never EVER read a 
- page of the Dragon Ball 

manga or watched a single 
frame of the DB anime, I've instead 
pieced together the history of the 
series from the number of DB 
games that have come my way in 


DRAGON 


March Stepnik unleashes his inner geek. 
INFO 


GENRE: Fighting = 
DEVELOPER: Spike 


RATING: TBA eee OE. recent years. All| can tell you is 
PRICE: $99.95 that it’s a seriously, obsessively 
Se ay popular Japanese anime/manga 
PLAYERS: 1-2 series which has been around for 


eons, featuring spikey haired dudes 

(and dudettes) and multicoloured 

alien life forms which have 

been named after common 
kitchen condiments 
(Vegeta?) that the 

stars of the series like 

to fight. Big time. The vast 

majority of DB video games 

are fighting games, and 

the curious thing about the 

evolution of the DB fighting 

game (c’mon - there's like a 
gazillion out there) is that 
each tries to straddle the 
fine line between being 

a solid technical fighting 

game in its own right and 
shrine to the millions of 
loyal DBZ fans out there. 


Featuring over 120 characters 
from the TV series, flashy 
special moves, gorgeous cel- 
shaded animation and a deep 
and enjoyable story mode, 
there's plenty to do in this 
example of Dragon Ball fan 
service. 


EXERT-O-METER 


1 if using the Classic 
or GCN controllers; 
2 if you use the 

motion controls. 


and miss with the former 
and mostly successful 
with the latter. Last 
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BLDOKAI 
TENKAICHI 2 


year’s excellent Super Dragon 
Ball Z offered the Street Fighter 
ll battle system in spikey-haired 
and colourful DB form, and this is 
perhaps the main reason we liked 
it the best out of the myriad of DB 
fighters on offer. 

Anyway - this sequel to 2005's 
DBZ Budokai Tenkaichi is a more 
traditional DB fighter in keeping 
with its predecessor, with one 
major difference to the PS2 version 
already available: motion controls. 
Yep, the fandangled Wiimote has 
been getting the creative juices 
flowing at developer Spike, and the 
result is a fast-action fighting game 
which allows you to physically 
recreate the signature super- 
attack moves from the roster of DB 
characters to let loose those same 
attacks on screen. In a word, it’s 
cool. But we'll come back to that 
ina bit. 


WANNA BE GOHAN 

First up - let's take a look at 

what DBZBT2 actually is. Without 
a sliver of a doubt, this is pure 
Dragon Ball fan service. Spanning 
the original Dragon Ball, Dragon 
Ball Zand Dragon Ball GT series 
(plus the group of feature length 
movies that have been released 
along the way], the main story 


mode ‘Dragon Adventure’ takes 
players through a multitude 

of key plot points and battles 

from Dragon Ball canon. More 
interestingly, these are not simple 
win/lose battles (for a more 
traditional fighting experience you 
can choose tournament and the 
five-on-five player Tag modes] - to 
progress through some battles 
particular conditions must be 

met (like to hang in and survive 

a battle for a certain period of 
time]. Combined with the cut- 
scene heavy story exposition 
preceding these battles you've 
got a nicely structured fighting 
game with enough story to do its 
namesake justice. And if you can't 
quite manage to follow the story, 
there’s a DB encyclopedia to help 
familiarise you with the 
mammoth series. 


JACK OF ALL TRADES 

There are over 120 different 
characters to fight as in DBZBT2. 
For those who can tell the 
difference between Vegeta, Super 
Vegeta, Vegeta Maijin and Vegeta 
SS4 - great. For the rest of us, it’s 
a large roster of mostly same-ish 
characters, so another welcome 
game mechanic featured in 
DBZBT2 is the ability to increase 


: S THE DEA 


Ataris taken their sweet time localising 
the game for a PAL release. Having been 
released in the US at the Wii's launch in 
November of last year and in Japan at 
the end of January 07, we Aussies are 
getting the game six months after the US 
release. It's not all bad news though: the 
local PAL release features an extra battle 
arena and half a dozen extra playable 
characters, including Appule, Piccolo 
Daimaoo and Cyborg Tao. Sweet! 


characters power across various 
categories as you play and earn 
winnings. It doesn’t completely 
make up for the mostly identical 
cast of playable fighters, but it’s a 
step in the right direction. 

Battle itself is a mixed bag. As 
mentioned, this is a fan service 
game and as far as epic large scale 
battles in the style of the anime are 
concerned, DBZBT2 does it in style. 
The visuals and strong and the 
animation is impressive. It certainly 
looks like a DB spectacle. 

Trouble is that this is mostly 
a fairly straightforward button 
masher of a fighter. You've a melee 
attack and a ranged attack, and 
aside from the flashy special 
moves and character transitions 
(total fan service here], there’s not 
a lot of deep fighting strategy along 
the lines of more refined fighters 
like the Virtua Fighter, Street 
Fighter or Tekken series. There 
are new mid-attack blocks and 
evasions, which do manage to add 
a new layer of depth to fights, but 
don’t do much to really transform 
the pace of battles. 

Certainly the most impressive 
thing about DBZBT2 on Wii over 


the PS2 version is the inclusion of 
the Wiimote controls. The majority 
of the game is still controlled 

by the analogue thumb stick 

and the attack buttons remain 
the same, but there are some 
neat little innovative touches 

- namely, blocking and special 
moves. Adding a pointer-based 
cursor to the game, you can block 
by pointing it quickly up and off 
screen. As for special moves, 
after charging your attack you 
use broad gestures as seen in 
the DB anime itself to let loose 
the attack. The added trick 

here is that in most cases the 
cursor must remain centred for 

a successful attack, making for a 
skill-based move where success 
isn't always guaranteed. These 


motion-based attacks are fantastic 


and developer Spike should be 
commended for its efforts: they 
add a layer of immersion into the 


Z/ MTS? 
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game which does fantastic things 
for the atmosphere - particularly 
if you're a fan. 

Of course, it’s not all great news. 
Various dash moves (remember 
that you can dash up and down 
too] are performed by shaking the 
Wiimote, making for an ugly and 
arbitrary method for controlling 
quick movement. The other thing is 
the learning curve involved: these 
new controls can be tricky and will 
take some time to get used to. If 
you prefer, you can use Nintendo's 
Classic or GameCube controllers 
instead for a more traditional 
control experience. 

Still, it must be recommended 
that you persist. The motion 
controls in DBZBT2 add a new 
tactical layer to the proceedings 
- and hey, they're just lotsa fun to 
use. These controls are the future 
of the genre and we look forward 
to seeing how they're used in other 
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fighting games. 

The motion controls aren't 
enough, however, to radically 
improve a fighting game which 
while essential for Dragon Ball 
fans, is a bit too light for fighting 
fans. For the non-fans, it’s certainly 
worth a look - but Dragon Ball 
faithful should add 10 to final score 
below. NG 


veoer 


| UP: Great visuals © Motion-based special 
| moves © Heaps 0’ play modes 


| DOWN: Fighting engine a little too 
| basic © A DB fan-service game ° Some 
| story-mode event inconsistencies 
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~ CATEGORY: 
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RATING: 
PRICE: 
PLAYERS: 


EXERT-O-METER 


The controls are fairly 
relaxed, even if they 
do fail to convey the 

joy of flying 


(J) 50 NINTENDO GAMER 


magine you have an Airfix plane 
in your hand, and then wave the 

Wii Remote around as though 
you're “really making it fly”. That's 
essentially what you have to do 
in Wing Island, with a few sudden 
movements for boosts, barrel rolls 
and such. It works reasonably well, 
and with the Nunchuk controlling 
the in-game camera, there’s never 
any ambiguity. It’s just you and the 
open sky. (Well, and lots of balloons 
and stuff.) 

Unlike most other flight sims, 
save for CRI’s Dreamcast Aero 
Dancing series, Wing Island is a 
formation flying game. This gives 
it a completely different dynamic 
from solo flight sims, as most of 
the time you're in control of five 
bi-planes. Or at least, that’s the 
impression you're given - in fact, 
you're only in direct control of 
the central plane in a quintet [if 
planes come in quintets] but the 
other planes in your team are tied 
(invisibly) to your movements. 

Several formations can be 
cycled through with a flick of the 
Wii Remote, enabling you to find a 
setup that best meets the demands 
of a mission. When racing against 
other planes through tight courses, 
for example, it’s good to have your 
quintet form a compact cross, 


whereas you ll get more coverage 
with a flying V formation when 
you're trying put out forest fires. 
Wing Island's best feature is 
the variety of challenges it offers. 
Trial Mode, which is where you'll 
begin your flight, puts you in the 
air with one objective: pop as 
many giant balloons as you can 
within the space of a few minutes. 
These multicoloured balloons are 
suspended in mid-air over the sea, 
forming huge balloon structures, 
and you pop them simply by flying 
into them. It’s a decent introduction 
to Wing Island, although it becomes 
boring after a short while. 


Happily, Wing Island's Story Mode 
has been quite imaginatively. You'll 
be asked in one mission to drop 
nets on cows that have escaped 
from a small farm; in another, 
Wing Island’s forests are on fire 
and you have to douse them with 
water before the blaze spreads. (In 
both cases the Remote’'s B button 
is used.] 


f 
ic 


There are also delivery missions 
in which you’re challenged to drop 
off barrels and crates at several 
locations within a given time 
limit, but these are a bit tedious 
as you're told by a map where the 
next drop-off point is. Just follow 
the on-screen arrows to complete. 
And then there are photography 
missions, which copy Pilotwings 
64 in asking you to take close-up 
photos of things while flying, but 
these are too fiddly: if you don’t 
photograph a seagull when it’s 
exactly in the centre of your viewer, 


| 


the Mission Failed screen pops up. 

More missions become available 
as you complete them, new islands 
can be unlocked, and credits can 
also be earned (and then used to 
buy new planes and parts], but only 
around half of the challenges here 
are really satisfying to play. 


Although the game runs ata 
constant frame-rate, Wing Island 
looks plain. Textures are rough, 
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collision detection is sloppy, and its 
polygon count marks it as an N64 
game masquerading as a Wii title. 
It's more 1997 than 2007. Wing 
Island is colourful, yes, but it’s 

also visually limited. It feels like an 
early tech demo that has slipped 
through Quality Assurance and 
secretly landed on the shelves of 
game shops. 

We'd be happy to gloss over 
Wing Islana’s simplicity and 
its rough edges if they didn’t 
affect gameplay. But flying 
safely is difficult because of the 
collision problems and - just as 
frustratingly, and for the same 
reason - it’s not always easy to 
hit intended targets. In this case, 
then, technical proficiency wouldn't 
merely have made the game look 
prettier - it would have improved 
the gameplay. 

Part of the problem here is, we 
admit, that we're automatically 
prone to compare Wing Island 
with what we're expecting from 


an eventual Wii version 
of Pilotwings. Even taken 
on its own merit, though, 
Wing Island doesn't meet 
our demands. And it’s 
not like our demands 
are unreasonable. Wing Island 
does have its own charm - some 
of the Story Mode missions offer 
bizarre fun, and Pilotwings has 
never managed a split-screen 
mode - but it also has some fairly 
obvious flaws. 

Wing Island also fails to 
emulate Pilotwings on a spiritual 
level: there's a joy about flying 
in Nintendo's universe that 
is notably absent here, anda 
nagging sense of detachment in its 
place. The design of this game's 
islands, which seem to have 
been put together with a random 
level generator, just adds to the 
sensation that Wing Island is more 
of a tech demo than a carefully 
planned game. 

There is some fun to be had here 
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Look! It’s a giant floating people-pinata! Oh wait, that’s a zeppelin...| 


in the early stages, but largely as 

a result of novelty: this is, after all, 
probably the first time you'll fly a 
plane using the Wii Remote. Once 
that wears off and the game's flaws 
become apparent, you'll leave Wing 
Island and - chances are - you 
won't look back. NG 


VERDICT. 
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PLAYERS: 


Phoenix Wright is a rookie 
lawyer out to defend the 
indefensible in a wacky 
courtroom adventure. Gather 
evidence and present it to 
witnesses to expose lies 

and contradictions in their 
testimony, and try to resist 

the urge to start screaming 
“OBJECTION” at random people 
in day-to- 
day life. 


| misleading, to make this 

El opening statement: Phoenix 
Wright is a linear text adventure 
game. But that really fails to 
convey the depth of the game; with 
its outrageous court-room antics, 
excellent scripting, and laugh-out- 
loud humour, Ace Attorney is far 
more fun that you'd ever expect. 


ANTI-GRAVITY LAWYER 
Phoenix Wright is a rookie lawyer 
with an anti-gravity haircut, 
which seems to have been blown 
backwards at a 90° angle from 
his head by the very force of his 
objections. You join him as he 
stutters his way through his first 
big case as a defense attorney - but 
despite his initial uncertainty, soon 
he’s throwing dramatically pointed 
fingers around left and right, yelling 
objections in a fashion that would 
make any Hollywood lawyer proud. 
The over-the-top shouting, table 
slapping, and crazy witnesses are 
what makes the game so fun, as you 
help Phoenix take yet another life- 
or-death leap of logic. And for some 
reason all the prosecutors kinda 
look like pirates, which is just cool. 
The game operates in two 
distinct phases: the first, where 
Phoenix gathers evidence, and 
the second, where you defend 


| 
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your client in court. Each phase 

is presented by way of cute sprite 
graphics, and a fair few lines of 
text to scroll through. The more 
enjoyable court phase takes up 
more of the game, which is good 

- the evidence-gathering phase can 
become frustrating at times, as 
you run around trying to trigger the 
next event and get your hands on 
all the relevant info. 

In the courtroom sessions, you 
use your powers of deduction to 
interrogate witnesses and expose 
the lies in their statements. You 
can press the witness and try to 
trip them up, or present evidence to 
contradict a sketchy testimony - but 
present the wrong evidence too 
often, and your case will be sunk. 
This is incredibly fun - the scripting 
really shines here as you uncover a 
whole raft of unexpected turnabouts 
and betrayals. When the answer 
finally dawns on you and you lunge 
for the ‘Present Evidence’ button, 
you'll really rejoice in Phoenix's 
indignant shout of “OBJECTION!” as 
it echoes across the courtroom in 
giant red text. 


TOUCHY, TOUCHY 

Phoenix Wright was made for the 
GBA, so the touch-screen add- 

ons in the DS version are largely 
superficial. It’s possible to play the 


above: Pirate chic 


whole game without touching your 
stylus, and while the dual screens 
make it easier to keep track of 
things, they're hardly essential. 
The final case is new and unique to 
the DS version, but even then the 
touch aspects feel a little tacked on 
- fortunately it’s an excellent and 
suspenseful case nonetheless. 

So this isn’t a game whose 
strength lies in graphics or fast- 
paced gameplay. It’s a thinker, 
full of outrageously wonderful 
humour and deduction. There’s 
no replay value, as once you've 
played through the game you 
know what you need to do to win. 
But it’s long and entertaining 
enough that despite its occasional 
shortcomings, Phoenix Wright 
is really exceptionally fun. The 
defense rests its case, Your 
Honour. NG 


_ VERDICT 
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| UP: Brilliant script ¢ Great character 
design © Yelling “OBJECTION” 


DOWN: Evidence-gathering sometimes 
drags © Only good if you like text games 


sel 


= 


PLAYERS: 


|——— 


Ra. 
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his game highlights one 

of the things we are sorely 

missing in the realm of secret 
agencies. The Elite Beat Agents 
are a secret CIA-like outfit devoted 
to the serious business of, well... 
cheerleading. When citizens find 
themselves in trouble and cry out 
for help - be it a pair of socialites 
stranded on a desert island, ora 
failed pro-baseballer trying to save 
an innocent child from a malevolent 
lava golem - these citizens are 
rewarded with the presence of their 
very own motivational cheer squad, 
the Elite Beat Agents, who dance 
them on to victory. 

Not exactly a sequel, and not 
exactly a re-make, Elite Beat 
Agents is the spiritual successor 
to the Japanese import hit, Ossu! 
Tatakae! Ouendan! (Yes! Fight! 
Cheer Squad!). Even though 
Ouendan enjoyed surprising 
success outside Japan despite its 
lack of translation, developer iINiS 
has chosen to create a new game 
based on tunes that would appeal 
to an English-speaking audience, 
in order to maximise the game's 
insane appeal for overseas fans. 


TAP TAP TAPPING 


Each stage is set to a different 
song, and uses a bold animated 


manga-style to tell the story of 

the struggling individual the Elite 
Beat Agents are trying to help. The 
game has you tapping ‘hit markers’, 
drawing lines and spinning discs 

in time with the rhythm of the 
music - think of itas Dance Dance 
Revolution for your fingers. The 
more markers you hit in a row, the 
bigger your combo score will be; 
while more difficult levels require 
you to perfect off-beat timing, 
maddeningly fast combos, and 
triple or quadruple taps in order 

to avoid the indignity of falling on 
your face. Each song allows a few 
rest breaks, where you'll see how 
the story is progressing. If you've 
been messing up, then you'll 
probably see some poor person 
being attacked by bees; if you get 

it right, you'll see them triumphing 
over adversity, and you'll be on your 


way to the best of the three possible 


endings for each song. 
Fortunately, it really doesn't 
matter whether you like all of the 
songs in the game. The gameplay’s 
so addictive that you'll probably 
find yourself grooving to even the 
most annoying tracks, and the four 
difficulty levels allow you to replay 
the game without becoming too 
bored [although on the hardest 


difficulty, you may end up dislocating 


your fingers in an attempt to perfect 
that final stage). 

A varied set of multi-player 
options allow you to compete with or 
against your friends, with a limited 
mode you can share even if they 
don't own a copy of the game. The 
only gripes you're likely to have 
include the sometimes intimidating 
increases in difficulty, and the 
varying quality of the cover-bands 
they've used - but these are minor 
concerns in the grand scheme of 
Secret Agent Cheerleading. 

It's hard to avoid being charmed 
by this game's exuberant wackiness. 
Even if you've never played a rhythm 
game before, it’s easy to enjoy, and 
has enough content to keep you 
rescuing screaming people for quite 
a while. NG 
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GENRE: | 
DEVELOPER: 
RATING: TBC 
~ PRICE: 4,800 
PLAYERS: 1-4 


et’s try to explain in brief 

why some gamers claim that 

Treasure is one of the most 
talented developers on this planet: 
the opinion is fuelled by the 
Tokyo outfit’s mastery of 2D game 
design, and purists are turned-on 
by Treasure’s apparent refusal to 
leave its flat world. Bleach DS 2nd 
provides plenty more evidence that 
Treasure is doing the right thing, 
and Sega (publisher of this game 
in Japan) seems to concur. 

Like the original Bleach DS, this 
is a fighting game based on the 
popular Bleach anime. And like 
that game, 2nd again hits a peak 
with its four-player mode. And 
we're happy to report that Bleach 
2nd joins the growing ranks of 
DS games that offer multiplayer 
modes from just one cart, so 
there's no real need for all your 
friends to pay import prices here. 

Attacks are unique to each 
character, which means you'll 
soon find a favourite character 
and then tend to stick with that 
character, although specials 
and combos are screen- 
chokingly spectacular across 
the whole range of playable 
figures. Character animation 

has been improved significantly 
over the first Bleach DS game, 
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with added frames providing 
smoother feedback and quicker 
response times. 

There is a story mode for 
solo play here, in which you can 
act out events from the actual 
Bleach anime, and the opponent 
Al is worked to provide a decent 
challenge for all levels of player. 
Like other classic Treasure 
fighters such as Guardian 
Heroes and Rakugaki Showtime, 
however, the real kicks come 
from multiplayer brawls. Unlike 
Sega’s own GameCube take on 
the Bleach anime, which was a 
clunky 3D beat ‘em up that could 
only handle two players at a time, 
Treasure’s 2D [or ‘2.5D’, if you'll 
permit us to use an old buzz 
word] version actually feels more y 
spacious - and in four-player 
mode, particularly, it feels like a 
riot is about to kick off. 

If you've played anything : 
Treasure did in the 32-bit years, | UP: 
you'll find that this is of the same 
high standard; and if you never had 
chance to try Silhouette Mirage or : 
Radiant Silvergun, well, you have DOWN: 
no choice but to try this and see 
what Treasure is all about. While 
we're waiting for Smash Bros. 
DS, Bleach DS 2nd is more than 
capable of easing our pain. NG 


ERDICT. BUY 
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PICROSS DS IMPORT REVIEW 


Jonti Davies asks, ‘Can you see what it is yet?” 


RATING: TBC 


PRICE: ¥4,800 a | 


PLAYERS: 1-5 


A quirky take on the puzzle 
genre that also manages to 
satisfy our Rolf Harris spirit. 
Can’‘t say fairer than that. 
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GENRE Puzzle 
DEVELOPER: Jupiter 


artistic senses in the delights of 

cross-stitch or Etch-a-Sketch, 
you ll have some idea of Picross 
DS’ soul-nourishing potential. It’s 
a puzzle game (Jim) but not as we 
know it: there are no falling blocks 
and no beans to stack, and there’s 
none of the pressure that you feel 
in ‘rising screen’ puzzle games. 
Nintendo describes Picross DS as 
a ‘Picture Crossword Puzzle’, and 
that sounds about right to us. 

The aim of the game, as with all 
previous Picross titles (the series 
has been going since the early 
1990s, when it first appeared on the 
8-bit Famicom], is to draw pictures. 
You do this on a grid, by looking 
at numbers marked at the edges 
of lines and columns, and - with 
the invaluable help of your any 
qualification in mathematics you 
may have acquired in educational 
establishments (we have ours 
on the office wall, framed) 

- determining which blocks to fill in 
and which to leave empty. 

On a 5x5 grid, for instance, if a 
line marked ‘2 2’ intersects with a 
column marked ‘4’, there’s only one 
way to complete that line correctly: 
by filling in two blocks, leaving 
a single gap, and then filling in 
a further two blocks. That’s how 


| f you've ever indulged your 


Picross works and you'll just have 
to take our word for it. It’s really 
not as complicated as it sounds, 
though, and it can be more fun than 
Sudoku - largely because of the 
fact that each completed grid yields 
a pretty picture for you to gape at. 
There are 300 puzzles to work 
through in Picross DS, which 
is more than enough for you to 
play through before boredom 
sets in. In fact, because nothing 
can stop Nintendo's kindness 
to Picross players, there are 
also downloadable packs of new 
puzzles available via the DS’ wi-fi 
connection. (The first pack of 
ten extra puzzles compiles some 
excellent choices from Jupiter's 
Super Famicom version, Mario's 
Super Picross, which all feature 
pictures of Mushroom Kingdom 
scenes.) Multiplayer is another life 
preserver, with as many as five 
players able to play the game's 
Versus Mode off a single copy of 
the game. Even better, there’s 
an Edit Mode that enables you to 
design your own puzzles, and these 
can be shared/exchanged with 
friends, so the replay value here is 
theoretically infinite. 
It’s not a typical puzzle game, but 
Picross DS does provide a cerebral 
challenge. Jupiter has been 


developing Picross games for more 
than a decade [as well as some of 
the Pokemon Pinball games], but 
it's taken the DS and its stylus for 
the series to finally achieve its full 
potential. Sadly there’s no news of 
a Picross DS release outside Japan, 
but we reckon Nintendo should 

do it. It has all the understated 
qualities of a sleeper hit. NG 
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RPG 


DEVELOPER: Squa 


“RATING: TBA 
PRICE:$69.95. tt” 


PLAYERS:) 


Final Fantasy is one of the best 
selling console RPG series ever 
and Final Fantasy Ill on the DS 
is a remake of the only title in 
the series never to be released 
outside of Japan. In Final 
Fantasy games, players explore 
maps and take part in turn- 
based battles while following 
an epic story usually involving 
the saving of the world. 


March Stepnik wonders why this game wasn't released outside of Japan until now ... 


or those interested in the 
m nuts and bolts of game 
design, Final Fantasy III 
is a fascinating history lesson. 
Originally appearing on the NES 
in 1990, Final Fantasy Ill has been, 
until now, the only game in the 
series not to get a release outside 
of Japan. 

Final Fantasy III still proves 
to be the favourite in the series 
for long-standing Japanese fans 
of Final Fantasy. Why? Because 
it was the first Final Fantasy to 
feature a “job” system, which 
allowed you to customise your 
player characters in different 
fighting styles and abilities, from 


such classes as the warrior, mage, 


monk and ninja. 

Fast-forward 17 years later and 
western fans of Final Fantasy finally 
get their chance to complete the 
chronology. The trick here is that 
this is no minor port like the recent 
Final Fantasy | & Il bundle or Final 
Fantasy IV for GBA. Nope, to mark 
the series’ first appearance on the 
3D-capable DS, FFIlIl has been given 
a complete graphical overhaul. And 
it sure looks good - resembling the 
PlayStation-based Final Fantasy 
Vilin terms of characters and 
environments, this DS update is 
an impressive feat. Aside from 
the niceties of more detailed 
character models, the visual update 
makes exploration of the rather 
generic fantasy environments 


more rewarding than exploring the 
simpler 2D environments of earlier 
games in the series. Buildings and 
locations have presence and are 
visually distinct - at least, a helluva 
lot more than their 8 and 16-bit 
counterparts. On the whole, Square 
Enix has nailed the presentation 

of FFIII down to the stunning FMV 
intro and the updated version of 
Uematsu’s stirring musical score. 
Of course, Square Enix rarely 
disappoint in this area. 


FULL RETRO 
But you know what? Excepting 
a number of minor updates and 
additions (things like bestiaries, 
quicksave, and a gimmicky online 
mail system used in-game], the 
visual and aural presentation is 
pretty much the total extent of 
this upgrade. For better or for 
worse, this is Final Fantasy Ill as it 
appeared nearly two decades ago. 
Because of this, there are 
number of frustrating play 
features present in the game 
which have since been addressed 
in the natural evolution of the 
Final Fantasy chronology. Take 
random battles: these are most 
frustratingly frequent and rather 
difficult, making progress more 
of a challenge than recent FF 
games. Similarly, the game isn't 
well paced: you can easily wander 
into an area way too high for your 
characters and have them wiped 
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out in an instant. The lack of save 
points compounds the problem: 
boss battles are particularly 
tough and if you didn’t save just 
beforehand you'll find yourself 
repeating chunks of the game 
many times over. Not good. 

And then there's the generic 
story. It’s typical early FF fare 
- which is fair enough - and the only 
disappointment here is the dialogue 
isn’t as jazzy as it could be. 

So FFIll is an odd title. It looks 
current generation but it plays 
like a game stuck in the early 
nineties. RPGs have come a long 
way since then so FFIl/l is the 
sort of release which will better 
serve fans of the Final Fantasy 
series looking to complete their 
collection than those looking 
for a solid RPG experience. For 
that, we recommend waiting for 
the upcoming Final Fantasy XII 
Revenant Wings. That one 
looks ace. NG 


—— 
| 


- VERDICT 


| UP: Strong visuals © Total fan service 
| e Job system 


L 
| DOWN: Too many difficult battles 

| Bland story © Sucky game-save system 
f 


NINTENDO GAMER (J) 57 


f 


SPECTROBES 


The handheld’s first real Pokémon killer? March Stepnik investigates. 


INFO 


GENRERPG 
DEVELOPER: Jupiter 


he 


a EY 
PLAYERS: 1-16 


An action RPG, Spectrobes 
tells the tale of space police 
Rallen and Jeena and their 
battle against the evil Krawl 
threatening the galaxy with 
the aid of the mysterious 
spectrobe creatures. Play 
consists of travelling to 
different planets, excavating 
and developing spectrobes, 
battling them against the 


Krawl and exploring the story 


\ that unfolds. ag 
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sk us six months ago what 
we thought about the 
whole Spectrobes thing 


and we would've replied with a 
bludgeoning blank stare: Disney 
has somehow managed to keep 
this action RPG a well-kept secret. 
In the recent months since its 
large-scale unveiling we've been 
lucky enough get acquainted with 
the Spectrobes universe, and 

so to answer that question now: 
Spectrobes is a great looking 
monster collector/battler RPG 
that’s come out of nowhere with 
plenty of fresh new ideas which 
make other games in this genre 
feel stale. We like. 


POCKET FOSSILS 


The stars of this show are 

- obviously and without a doubt - 
the titular spectrobes themselves. 
So what are they? Spectrobes 

are extinct creatures which hold 
the key to preventing the all- 
consuming alien beings known 

as the Krawl from destroying 

the universe. Playing as young 
Planetary Patrol officer (basically 
a space highway cop minus the 
donuts) Rallen, alongside partner 
Jeena, you stumble across some 
live spectrobes during a planetary 
investigation and find that they are 


particularly 

adept at delivering some serious 
hurt to the Krawl. Handy, that, 
because you soon find out that 
regular human-based weapons are 
relatively useless. 

Of course, being extinct - or 
dead, in the less politically correct 
way of putting it - makes the 
spectrobes battle against the 
Krawl a tad problematic. So you'll 
have to excavate and awaken 
spectrobes first before you can 
take on the Krawl. 

Finding them is easy: as you 
wander about the various planets 
in your star system, you can scan 
the ground for buried fossils [you 
can press the stylus onto the 
ground to start this; the more 
comfortable shortcut is holding 
down the R shoulder button). 
Excavation is a stylus-based mini- 
game in and of itself in that it’s 
always possible to destroy your 
fossil (or mineral or information 
cube] if you're not cautious enough 
in true “Archaeology 101” style. 
Sharp skills here are rewarded 
with XP and item bonuses. 

But it doesn’t stop there. Once 
you've awakened a spectrobe fossil 
and named it back at your ship’s 
lab, all you've got is a basic form 


of spectrobe - to use it 
in battle you need to evolve into 
its adult form first. This requires 
putting it into an incubator in 
the ship’s lab and feeding it the 
different types of minerals you've 
dug up along the way to unearthing 
spectrobe fossils. It’s not the last 
time they'll see the inside of an 
incubator either: spectrobes can 
transform once more into the more 
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| RAD COLLECTIBLES 


Spectrobes comes packed with four of the fantastic 
spectrobe character cards. A clear plastic card with 
typical gorgeous character artwork, the cards also 

feature numbered holes. After 
being placed on the DS's touch 
screen and having pressed 
the holes in order, that 


card's spectrobe is 


powerful “evolved” form. This form 
is, naturally, particularly bad-arse. 
And that’s a big part of 
Spectrobes: collecting and 
developing the many spectrobes 
on offer. While there’s a finite 
number of fossil spectrobes to 
be found they can be uniquely 
evolved into hundreds of different 
forms. Time spent in the incubator, 
minerals fed, spectrobes paired 
with and type of terrain used in 
the incubators affect spectrobe 
evolution, as does the use of 
custom parts. In all, the way you 
acquire and manage spectrobes 
is novel and interesting. And the 
spectrobes themselves? They look 
great, each with a fantastic sense 
of individual personality, from 
giant eggs to flying swords and up 
to giant samurai-armour based 
behemoths. If you want cute, stick 
with Pokémon. 


WHUPASS 

Of course, the heart of any RPG/ 
action game is the battle system 
and Spectrobes is no different. 
Armed with your freshly evolved 
spectrobes, battle is played out in 
real-time against enemy Krawl. 
Two spectrobes fight alongside 
Rallen and their attacks are 
assigned to the Land R shoulder 
buttons. Rallen can also attack, but 
even as you acquire better weapons 
for him he’s relatively ineffectual. 


unlocked for use in the 
game. New cards will be available so keep an eye out for them if you want 
to boost your collection. 


Battle is best left to spectrobes and 
once inside the “battle sphere” you 
move them around in realtime for 
the best battle efficiency. 

Early in the game spectrobes 
only offer one attack, but advanced 
forms offer more advanced attacks 
care of amenu system. The key 
to succeeding in battle is gaining 
these abilities as soon as you can. 

Spectrobes can also team up for 
a linked attack (Rallen is best used 
to charge this ability in between 
spectrobe attack down-time], and 
further deepening battle strategy 
are the support bonuses gained 
from the four other spectrobes that 
can travel as back-up with Rallen. 

Overall, it’s a unique battle 
system that works, but be prepared 
to invest a bit of time before you 
get the hang of it - there’s a 
steep learning curve to battle in 
Spectrobes. 


ROUGH GEM 


So developer Juptier has 
succeeded in creating a game 
that nails all of its constituent 
parts pretty damn well. The 
story's fun, battle’s a challenge, 
the character design in great, the 
spectrobes themselves are detailed 
enough to warrant some serious 
attention and their acquisition 
and development is compelling. 
The trouble is, Spectrobes as a 
whole experience is just a little 


Btomearta. 


SE sic 


Normal 


oO 4 Coron a 


Dongarra 
with 


ramming: in 


sharp horns he hi 


rough around the edges. 
The interface used is 
heavily stylus based and 
will take some time to 
get used to. Battle can 
be quite confusing and 
mastering the evolution 
of spectrobes is a major 
undertaking. While 
there's plenty of in-game help, 
this only touches on the very 
basics of the deeper mechanics 
of Spectrobes. The end result is a 
game which straddles the fence 
between being hardcore and 
accessible rather uncomfortably. 
You can certainly play Spectrobes 
without understanding the deeper 
mechanics of the game, but 

the trouble is that without that 
understanding it all feels just a 
little bit hollow. 

The other thing that’s 
bothersome about Spectrobes is 
its pacing. This is definitely a game 
that’s slow to start - you'll invest 
a great chunk of time before you 
feel like you're getting into the 
interesting parts of the story and the 
game’s world. Jupiter doesn’t hand 
players everything on a plate at the 
start of Spectrobes - you'll have 
to play through 
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a few hours before you get some 
key play features (like multiplayer, 
card-reading and even advanced 
spectrobe evolution). The only 
problem is that the beginning of 

the game just feels a little too bare: 
environments are dull, the battle- 
system is restricted and difficult, 
and it’s easy to feel that there's not 
a lot going on. Hang in there though: 
Spectrobes really opens up after you 
clear the rather long introduction 
phase to this game. 

And once it opens up, it’s 
easy to admire the game’s many 
charms. It’s a deep, engrossing and 
compulsive action RPG which has 
plenty to offer. Once you beat the 
main story of Spectrobes, there's 
still plenty of spectrobes to be found 
(oh, and we can’t forget to mention 
the presence of the handful of 
ultimate spectrobes in the game 
too!], customised, and battled with 
other Spectrobes players. 

As the first in what we hope is a 
long series of Spectrobes games, it’s 
a great effort - breaking new ground 
in what is a particularly safe and 
stale genre. Thank god we finally 
have a smart and viable alternative 
to Pokemon, too! NG 
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UP: Great spectrobe design ¢ Deep 
| collection and battle system © Great use 
of the DS's abilities 


DOWN: A real slow starter 
Complex collection and battle system 
| © Some environments look really dull 
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HOTEL DUSK: ROOM 21 


Dan Staines gets the skinny on a game so noir that it makes Sin City look like Cinderella. 


GENRE: Adventure = 
DEVELOPER: CING | 


PRICE:S69.95 


You are Kyle Hyde, a gruff 
ex-detective whose obsession 
with finding a missing friend 
leads him to the eponymous 
Hotel Dusk. Gameplay consists 
primarily of talking to other 
characters and 
solving puzzles 
as you explore 
the hotel and 
unravel its many 
mysteries. 


QC 


n the official Nintendo 
Ov Hotel Dusk is 

advertised as “an interactive 
mystery novel” - and that’s 
exactly what it is. It’s a hardboiled 
detective story varnished with a 
thin layer of interactivity, kind of 
like an electronic Choose Your 
Own Adventure book. But unlike a 
Choose Your Own Adventure, Hotel 
Dusk is pleasantly well-written and 
consistently engaging. Compared 
to the vast majority of videogames, 
most of which barely feature a plot 
at all, it’s a literary masterpiece. 
But of course, the problem with 
that comparison is that Hotel 
Dusk simply isn’t like most other 
videogames. In fact, you could say 
that it’s barely a videogame at all... 


NOT THAT THAT'S A BAD THING 


Indeed not! Because even though 
most of your time “playing” 

Hotel Dusk will be spent reading 
dialogue, it’s still an engrossing 
and mostly enjoyable experience. 
The noir narrative is hammy and 
predictable, but it comes with just 
enough hooks to keep you hanging. 
Similarly, while all the characters 
are obvious stereotypes, they're 
believable stereotypes invigorated 
with their own extensive histories 
and idiosyncratic dialogue. 


Even Kyle Hyde, the game's ultra 
hardboiled protagonist, is presented 
with enough nuance to distinguish 
him from the clichés on which he’s 
based. Plus, he uses words like 
“dame” and “caboose” in everyday 
conversation. You've gotta love that. 

As you can see from the 
screenshots, the game’s heavily 
stylised presentation further 
enhances its unique gumshoe chic. 
Especially remarkable is the way in 
which colour is used to convey mood 
and emphasise key moments in the 
plot. During important exchanges, 
characters that are usually rendered 
in black-and-white will flush with 
colour - a simple but striking 
effect that does a great job of 
communicating the intensity of the 
moment. Like a good graphic novel, 
Hotel Dusk does more with less, 
exhibiting a sophisticated restraint 
rarely seen in videogames. 

But for all its style and charm, 
the sad fact is that the actual 
“gameplay” part of Hotel Dusk (i.e. 
the part where you're doing more 
than just reading text) is mediocre at 
best and frustratingly dull at worst. 
The puzzles are generally logical 
enough and make good use of the 
touch-screen, but most of them 
are so mundane that it’s almost 
laughable. One puzzle has you lifting 


up a cabinet to get a piece of paper 
stuck underneath. Is that hardboiled 
detective work? Because it seems 
more like manual labour. And while 
we're on the topic of trivial tasks, 
why does Hyde - a disgraced ex-cop 
obsessed with finding his former 
partner - spend so much time 
unraveling the secret histories of a 
bunch of people he’s only just met? 
Sure, it adds longevity to what would 
otherwise be a fairly short game, but 
it does so at the cost of focus, and 
that’s a poor trade. 

Hotel Dusk isn't a classic by 
any means, but it is unique and 
enjoyable enough to warrant your 
attention. My advice is to approach 
it as you would a good piece of pulp 
fiction, because when it comes down 
to it, that’s exactly what it is. NG 


UP: Well-written © Extraordinarily 
stylish © Unique 


DOWN: Not much “gameplay” to speak 
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March Stepnik cuts to the 
chase: avoid this game. 


GENRE: : Sports 


DEVELOPER system 3 


~ RATING: 6 


PRICE: TBA 
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Tennis: you serve, you return, 
and an exchange ensues. 

| One of the most consistently 
enjoyable genre of sport to play 
on a games console, Tennis 
Masters includes exhibition and 
tournament play. But that’s 
about it: lacking multiplayer and 
enjoyable gameplay, this one’s 
best avoided. 


— 


March Stepnik has found his 
new Tetris. 


INFO 


~ GENRE: Pure 
| _ DEVELOPER : Hudson / Niko 


RATING: 6 


~ PRICE: TBA 


~ PLAYERS: 1 


Sudoku — the symbol based 
puzzle game made up of nine, 
nine-square grids where the 
object is to fill out each nine 
square grid correctly with the 
numbers one to nine. Trick is, 
no number can be repeated in 
each nine square grid, or in the 
same horizontal or vertical line 
across the whole suduko grid. 
Puzzlicious! 


TENNIS MASTERS 


D° you know how when you pick 

D:: a game box, the blurbs on 
the back offer only a hint at what's 
to come in a game? And how, as 
inviting as they're made to sound, 
you instinctively know there's 
more to the game and that half the 
fun is discovering what the game 
has to offer? 

Well, Tennis Masters on DS 

bucks this rule. What you get 
is pretty much exactly what is 
described on the back of the box, 
and precious little more. Hey, let 
it speak excitedly for itself: “Learn 


and master skills like Chip N 
Charge and Serve Volley. Use shots 
like Power Shot, Power Lob, and 
Drop Shot as well as normal tennis 
shots, play Exhibition or World 
Tournament Mode with singles 


or doubles, against 
different opponents 
and locations, and on 
different surfaces.” 
How...enticing. 

Well, you are 
actually left with 
discovering how badly all of these 
features come together. 

We don’t mind the lack of any 
real-life tennis stars to play as, 
or any character customisation 


features - these we can live without. 


We can live with the basically 
presented courts which fail to offer 
any notable change in feel during 
play - tennis courts are fairly 
rudimentary things after all. No, 
it’s the game of tennis itself we're 
interested in. Offering short and 
squat 2D sprites, the characters 
in Tennis Masters look 
and play like they belong 
in games of the early 
nineties. They move 
around the court okay 
but their swing is limited 
to a stationary position, 
meaning lunge shots are 
definitely out of this one. 
What's more, the timing 
is wholly unforgiving 
meaning you're often 


GRIDMASTER 


ou know what? Sudoku rocks. 

No, not like Advance Wars or 
New Super Mario Bros. rocks, but 
like Adult Brain Training does. 
It a simple little logic game that 
has enough depth to it so that it’s 
always challenging and will give 
your ol’ powers of deduction a 
good workout for the ten minutes 
or so it takes to complete each 
puzzle. It’s the sort of game you 
might find camped in your DS 
slot more often than not, even up 
against the likes of the games 
already mentioned. 

Thanks to the touch screen, 
Suduko is also perfectly at home 
on the DS. Aside from the 400 
or so puzzles hand-picked by 
Nikoli (the original Japanese mob 
who named and popularised the 
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puzzle} and the steady, game- 
like unlocking of extra puzzles, 
the touch-based nature of play is 
really what works. Rather than 
paper worn thin by excessive 
marking and erasing (or splotched 
with ink-corrections), you can 
easily mark and change each 
square of the sudoku grid with a 
tap of the stylus on the DS touch 
screen. You can also turn ona grid 
highlight of sorts to help mark 
the current grid of nine and the 
horizontal and vertical lines going 
through it - which may or may not 
feel like a bit of a cheat to purist 
players of the game. 

There’s one major gripe 
however: the grid of numbers 
to the right of the screen which 
you press to mark the main 
sudoku grid are placed a little too 
close for comfort on the touch 
screen, making it all too easy to 
occasionally hit a corresponding 
number over the one you actually 
want. And since you'll usually only 
ever spot this error as you mark 
in your last grid in the sudoku 
square, it can be particularly 
frustrating. 


ps review 


missing shots altogether. 

As for game longevity, 
tournament mode is virtually 
identical to the quick exhibition 
mode of play [save that there's 
a single leader board to gloat 
over] and there's absolutely no 
multiplayer whatsoever. 

Allin all, this game manages to 
be less enjoyable than the classic 
progenitor Pong. So yeah, don’t 
even think about touching 
this one. NG 
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This aside, it’s easy to 
recommend Suduko Gridmaster. 
It's sudoku on your DS - what’s not 
to like? NG 


ae. 
MERDICT TRY 

UP: Easy stylus use © Plenty 0” 
puzzles e Great challenge 


DOWN: Data entry can be fiddly © No 
puzzle sharing? 
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RATING: T8C 


0 it’s finally here. For years 

we've waited for Square- 

Enix to port Final Fantasy VI 
to GBA. For years we've endured 
forgettable garbage like Sword of 
Mana and Dawn of Souls, secure 
in the knowledge that one day our 
patience would finally be rewarded. 
Well, that day has finally arrived, 
and yes, the wait was worth it. 
FFVlis a masterpiece - a paragon 
of artistry and design that stands 
as one of the most sophisticated 
and engrossing RPGs ever made. 
Basically, what I'm trying to tell you 
here is that this game is FRIGGEN 
AMAZING. Now, let me explain why. 


FFVI's greatest strength is 
undoubtedly its wealth of deep 

and interesting characters. In 
place of a single [invariably sulky] 
protagonist, the focus is instead on 
a strong ensemble cast of diverse 
personalities, each with their own 


unique histories, traits, and abilities. 


Enhanced by intelligent and lively 
dialogue, the relationships that 
develop between these characters 
as they journey together imbues the 
narrative with emotional depth and 
a poignant sense of humanity - the 
kind of which is ordinarily reserved 
for film and literature. You care 
about these people: you empathise 
with them and want to see what 
happens to them. 

Moving beyond the narrative and 


characters, gameplay in FFVI is 
staunchly traditional - almost to 
the point of quaintness. There are a 
few instances, such as the famous 
opera scene, where the action 
breaks free of established genre 
conventions, but these are mostly 
welcome diversions from more 
customary activities like fighting 
random battles, exploring the 
environment, collecting items and 
magic, and leveling-up your party. 
Ordinarily, such antiquated game 
mechanics would be grounds for 
harsh criticism, but given the skill 
with they've been implemented 
(and the age of the game we're 
looking at), their presence in this 
case is mostly forgivable. Mostly, 
that is, with the notable exception 
of random-encounters - which are 
always stupid and annoying, no 
matter what game they're in. 

Now to graphics and sound. 
Although clearly the product of 
antique technology, the visuals 
in FFVI are vibrant and full of 
charisma. Especially impressive 
are the chibi-style characters, 
which are simple, distinctive, and 
- thanks to some truly inspired 
animation - surprisingly emotive. 
When Kefka does that demented 
little laugh of his, it’s obvious that 
he’s (as one character puts it) one 
shy of a six-pack. And as for sound, 
well - those of you who caught our 
Nintendo music feature last issue 
will Know how much we love the 
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score in FFVI. Not only does it suit 
the game perfectly, but it’s also a 
great stand-alone soundtrack. I'm 
listening to it right now, in fact. 

Unfortunately, it isn’t clear yet 
whether FFVI is going to get a 
local release. We'd like to think 
that it will, but in the meantime, 
maybe you should just import it 
from the US. Doing so won't cost 
you much more than buying it 
locally, and you'll be guaranteed a 
copy of one of the greatest RPGs 
ever made. Makes sense, don't 
you think? NG 
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Wii Games Director 


The list of available games has expanded rapidly since the Wii's launch late last year. Here at NG, we've decided to keep track of everything th 
gets released in order to give you an easy reference guide the next time you're struggling to decide how to spend your hard-earned cash. 


y 
io 


BARNYARD GT PRO SERIES 
REVIEWED IN: NG #1 REVIEWED IN: NG #1 
SCORE: 72 SCORE: 52 
PLAYERS: 1-4 PLAYERS: 1-2 
CALL OF DUTY 3 HAPPY FEET 
REVIEWED IN: NG #1 REVIEWED IN: NG #1 
SCORE: 74 SCORE: 65 
PLAYERS: 1 PLAYERS: 1-2 
CARS N@ * KORORINPA 
REVIEWED IN: NG #1 RECOMMENDS” REVIEWED IN: NG #2 
SCORE: 72 SCORE: 80 
PLAYERS: 1-2 PLAYERS: 1-2 
WE SAID: “It doesn’t last long — you 
NG > EXCITE TRUCK can see everything the game has 
TOMMENOS REVIEWED IN: NG #2 to offer in the space of a few hours 
SCORE: 86 — but Kororinpa is wonderful fun until 
PLAYERS: 1-2 the credits roll.” 
WE SAID: “It's great to see Nintendo 
has succeeded in delivering another NG » MADDEN NFL 07 MONSTER 4X4 WORLD CIRCUIT SPONGEBOB SQUARE PANTS 
captivating race title.” Recommenng REVIEWED IN: NG #1 REVIEWED IN: NG #1 REVIEWED IN: NG #1 
SCORE: 82 SCORE: 61 SCORE: 73 
FAR CRY VENGEANCE PLAYERS: 1-4 PLAYERS: 1-4 PLAYERS: 1 
REVIEWED IN: NG #2 WE SAID: Madden NFL 07 is the most 
SCORE: 40 enjoyable version of Gridiron we've NEED FOR SPEED CARBON SUPER FRUITFALL 
PLAYERS: 1 played.” REVIEWED IN: NG #1 REVIEWED IN: NG #1 


SCORE: 78 SCORE: 70 
PLAYERS: 1-12 PLAYERS: 1-12 


OPEN SEASON 
REVIEWED IN: NG #1 
SCORE: 50 
PLAYERS: 1-4 


PRO EVOLUTION SOCCER 
REVIEWED IN: NG #2 

SCORE: 70 

PLAYERS: 1-4 


@ \ RAYMAN RAVING RABBIDS 
ReCoMMENog REVIEWED IN: NG #1 
SCORE: 80 

PLAYERS: 1-4 
WE SAID: “Rayman Raving Rabbids 
has a hell of a lot of diversity, not 
necessarily through gameplay but 
through the look and humour of the 
game.” 


N@q \ SOTTILIEB Nq \: MARVEL ULTIMATE 
recommenng PINBALL recommenog ALLIANCE RED STEEL 
CLASSICS ~ REVIEWED IN: NG #1 REVIEWED IN: NG #1 
REVIEWED IN: NG #1 SCORE: 80 SCORE: 80 
SCORE: 83 PLAYERS: 1-4 PLAYERS: 1-4 
PLAYERS: 1-12 WE SAID: “Marvel Ultimate Alliance 
WE SAID: “Featuring replicas of is a solid action brawler which will SPLINTER CELL DOUBLE AGENT 


eleven actual Gottlieb tables, GPC put a smile on the faces of Marvel REVIEWED IN: NG #2 
doubles as both historical curio and —_ enthusiasts. For everyone else, it’s not © SCORE: 61 
faithful simulator.” half bad either.” PLAYERS: 1-2 
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| SUPER MONKEY BALL: SCORE: 80 


PLAYERS: 1-2 


| BANANA BLITZ 
| WE SAID: “Wii Play is Nintendo 


REVIEWED IN: NG #1 


SCORE: 82 doing what it does best: serving up 
PLAYERS: 1-4 a collection of mini games for us 
WE SAID: ”...One of the best examples __to play.” 
of the Wii's unique new control scheme 
of all the launch titles.” WII SPORTS 
REVIEWED IN: NG #1 
TONY HAWK’S DOWNHILL JAM SCORE: 78 
REVIEWED IN: NG #1 PLAYERS: 1-4 
SCORE: 62 
PLAYERS: 1-4 » ZELDA: TWILIGHT 


mG AF PRINCESS 


| WARIO WARE SMOOTH MOVES REVIEWED IN: NG #1 


REVIEWED IN: NG #2 SCORE: 95 

SCORE: 77 PLAYERS: 1 

PLAYERS: 1-12 WE SAID: “The largest, most 
cinematic and epic Zelda game 

WII PLAY ever made. Twilight Princess is a 


REVIEWED IN: NG #1 


resounding success.” 


% CASTLEVANIA: PORTRAIT tenes 
raMay OF RUIN er rE ag 
~ REVIEWED IN: NG #2 , . ee 
SCORE: 85 : Boke a Be 
PLAYERS: 1-2 


DS DIRECTORY _ 


WE SAID: “Returning fans should 
be pleased to know that there's 
some freshness peppered through 
the series’ recurring themes, while 
newcomers... Man, you're about to 
fall in love.” 


CHILDREN OF MANA 
REVIEWED IN: NG #1 
SCORE: 77 

PLAYERS: 1-4 


COOKING MAMA 
REVIEWED IN: NG #1 
SCORE: 82 
PLAYERS: 1-4 


; JUMP! ULTIMATE STARS 


SCORE: 30 
PLAYERS: 1 


STAR TREK: TACTICAL ASSAULT 
REVIEWED IN: NG #1 


RecIag REVIEWED IN: NG 
~ SCORE: 90 
PLAYERS: 1-4 


\, MARIO VS. DONKEY 


] "omens KONG 2 


SCORE: 62 
PLAYERS: 1-2 


STAR WARS LETHAL ALLIANCE 
REVIEWED IN: NG #1 


ROE REVIEWED IN: NG #1 


~ REVIEWED IN: NG #2 SCORE: 42 
SCORE: 86 PLAYERS: 1 
PLAYERS: 1-2 


NG { YOSHI'S ISLAND 

FECOMMENOS- REVIEWED IN: NG #1 
SCORE: 90 

PLAYERS: 1 


, POKEMON RANGER 


SCORE: 80 
PLAYERS: 1 


RAFA NADAL TENNIS 
REVIEWED IN: NG #1 
SCORE: 72 

PLAYERS: 1-4 


SPIDER-MAN: 
BATTLE FOR NEW YORK 
REVIEWED IN: NG #1 
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Bach Ca 
| ANOTHER CODE: TWO MEMORIES | Details 


PLATFORM: JM) 


Known by the much cooler name of Trace Memory in Japan and the (GENRE: ADVENTURE 


US, Another Code: Two Memories is a lightweight adventure game that 


mixes RPG-style exploration with puzzle-solving and Getz PD 07/07/2005 
copious amounts of dialogue. The story's kind of \ C=» $69.95 


complicated {which is partly why it’s so intriguing), \ 

but the gist is that a young girl named Ashley \, | RARE 
Robbins goes to a mysterious island in search of her : 

long-lost father - hijinks ensue. And ... um... that’s 

about all we can say without spoiling anything. 


Oh man, the bit where [SPOILER] finally finds out that her 
[SPOILER] has been [SPOILERING] the [SPOILER] the whole time 
Although it was slammed by critics and f is amazing. Also, when you first meet [SPOILER] and he tells you 
ignored by gamers, Another Code is one | jon: WN that [SPOILER] is really the long-lost [SPOILER] [SPOILERER] of 
of the most inventive and rewarding DS a [SPOILERTON]. We didn’t see that one coming! Not from a mile off! 
games released to date. Yes, some of the , 
puzzles towards the end are bafflingly 
obtuse, but the rest are pleasantly logical 
and enjoyable to solve. Similarly, there's 
no doubt that the story is often confusing 
and strange, but it DOES make sense 
- and is actually pretty cool once you've j 
figured it out. Ultimately, Another Code We should really 
is the sort of game that you have to put : talk about the first 
some effort into if you want to get the example of the 
most out of it. But trust us: the payoff is oe adventure genre to 
totally worth it. fi ever appear ona 
: Nintendo platform: 
Maniac Mansion. 
Originally released 
for the C64 in 1987 


; ‘ and then ported over 
| to the NES a year later, Maniac Mansion told the story of some 


| KER-AZY teenagers trying to rescue their friend from a KER- 
Neato boxart from dges 480 »  AZY scientist who (it turns out) is being controlled by a KER-AZY 
a eee : sentient meteor from outer space. We're using the word KER-AZY 
Words cannot describe the majesty that is this Street Fighter [I boxart. | so much because KER-AZY humour was one of Maniac Mansion’s 
Have you ever seen a Blanka more fearsome than this? Or a more big selling-points. That and its interface, which was both logical 
Japanese-looking Ryu? And Chun-Li - Chun-Li! Never has she looked : and intuitive - a first for the genre that helped broaden its appeal 
more like a Chinese prostitute. You know what this box is? This box is ART. considerably. (Only fat men with beards would play adventure 
r = games before this point.) 
So far as the NES version of Maniac Mansion goes, it was pretty 
much the same as the 
© ALECO. ° originals, except - and 
» on fv * this is a big exception 
- it was missing a big 
chunk of content thanks 
to Nintendo’s then- 
puritanical censorship 
guidelines. You wouldn't 
believe the stuff that had 
to be removed. The most 
inoffensive, innocuous, 
unobjectionable ... 
anyway, there’s a 
little article on it and 
other cases of bizarre 
ee Nintendo censorship 
on the next page. Have 


Fs d.ld t 
‘Official 
aread. | dare you no 
Seale Quotty to shake your head 
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consoles (handheld or otherwise) ever 
made. And it achieved all this despite 
the fact that industry analysts said it'd 
fail because of its monochrome display 
and modest processing power. Man, 
those industry analysts — have they 
EVER been right about ANYTHING? 


April 27, 1992: 


Kirby, the world’s 
most dangerous 
marshmallow, makes 
\\ his videogame 
\\ debut in Kirby’s 
Dreamland for 
the Game Boy. 
Designed by 
Masahiro “Smash 


Bros.” Sakurai and HAL Labs, 

the game was successful enough 
to spawn two direct sequels 

as well as a considerable number 
of spin-off games, one of which 
(Kirby: Squeak Squad for DS) was 
released just recently. We’ ve 
reviewed it in this very issue, 

in fact! 


A brief history of crazy NoA censorship 


In the entire history of videogames, few things stand out more than Nintendo of America’s (NoA) infamously strict - and sometimes quite bizarre - 
censorship guidelines. Imposed upon any games made for a Nintendo console before 1994, the guidelines forbade all kinds of things, including 
gratuitous violence, the display of religious symbols, and subliminal political messages’. That last rule is the reason why the Western version of Super 
Mario Bros. doesn't feature the burning effigies of Uncle Sam present in the Japanese original. And also why it’s called Super Mario Bros., and not 
AMERICAN PRESIDENT HAS SMALL TESTICLES. 
That was obviously a joke — but the REAL results of this absurd and vaguely-worded policy are almost as ridiculous. Here’re just a few examples: 


Maniac Mansion 

(NES) 

e Several instances of the word 
“suck" were removed. For 
example, Dr. Fred went from 
saying ‘getting your pretty 
brains sucked out” to “getting 
your pretty brains removed”. 

The term NES SCUMM 
System” — referring to the 
Script Creation Utility for 
Maniac Mansion - had to be 
removed from the credits. 
Several lines of dialogue were 
altered because Nintendo felt 
that people would be offended 
by references to cannibalism. 
The dialogue in question 
had NOTHING TO DO with 
cannibalism. 


Earthbound (SNES) 
e A First-Aid cross was removed 
from a hospital sign for fear 
that it could be interpreted as 

a religious symbol’. 
A sequence in which 
it’s Implied that a 
father spanks his 
disobedient children 
was removed 


because it was seen to depict 
and/or encourage domestic 
violence. 


Wolfenstein 3D 
(SNES) 
e All references to Nazi Germany 
and WWII were removed. SS 
troops became generic 
guards, swastikas 
became plain red 
flags, and 
Giant Robot 
Hitler was 
morphed 
into the 
moustache- 


“s 


jee So 


less Giant Robot Straatmeister. 
¢ All blood was removed from 
the game. Instead of bleeding, 
enemies sweat a lot when shot. 
All the German shepherds 
were replaced with giant rats. 
Honestly. For some reason, 
shooting a vicious, bloodthirsty 
dog was considered animal 
cruelty, but killing oversized 


vermin (and people!) was a-okay. 


Mortal Kombat (SNES) 


e The infamous violence of the 


arcade version of Mortal Kombat 


was toned down drastically in 
the SNES release. All the blood 


was replaced with sweat and 
most of the gruesome fatalities 
were altered to become more 
acceptable’. For example, 
instead of tearing the head off 
his defeated foe as he did in 
the arcade version, Sub-Zero 
would freeze their entire body 
and then snap it in half. That's 
still incredibly violent of course, 
but it didn’t show any blood 

or viscera — and that’s all that 
Nintendo was concerned with. 
Punching somebody's head off 
with a giant uppercut? Big no 
no. But burning a person until 
all that’s left is their charred 
skeleton? Fine and dandy. Look 
— We've even got a picture to 
prove it! 
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ALTERED BEAST 
Original Release: ‘89 

Original System: SEGA Mega Drive 
Players: 1-2 

Price: 800 pts 


BASEBALL 

Original Release: ‘86 
Original System: NES 
Players: 1-2 

Price: 500 pts 


NEW 


BIO HAZARD BATTLE 
Original Release: ‘92 

Original System: SEGA Mega Drive 
Players: 1-2 

Price: 800 pts 


BONANZA BROS 
Original Release: ‘91 

Original System: SEGA Mega Drive 
Players: 1-2 

Price: 800 pts 


COLUMNS 
Reo Original Release: ‘91 
~ Original System: SEGA Mega Drive 
Players: 1-2 
Price: 800 pts 


NEW 


COMIX ZONE 

Original Release: °95 

Original System: SEGA Mega Drive 
Players: 1 

Price: 800 pts 


DONKEY KONG 
Original Release: ‘86 
Original System: NES 
Players: 1-2 

Price: 500 pts 


NG’: DONKEY KONG 
reconveng COUN TRY? 
Original Release: “94 
Original System: SNES 
Players: 1-2 
Price: 800 pts 


DONKEY KONG JR 
Original Release: ‘87 
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Original System: NES 
Players: 1-2 
Price: 500 pts 


DR ROBOTNIKS MEAN 
BEAN MACHINE 

Original Release: ‘93 

Original System: SEGA Mega Drive 
Players: 1-2 

Price: 800 pts 


ECCO THE DOLPHIN 
Original Release: ‘92 

Original System: SEGA Mega Drive 
Players: 1 

Price: 800 pts 


[ NEW 


EXCITEBIKE 
Original Release: °86 
Original System: NES 
Players: 1 

Price: 500 pts 


F ZERO 

Original Release: ‘92 
Original System: SNES 
Players: 1 

Price: 800 pts 


NEW 


GAIN GROUND 

Original Release: °91 

Original System: SEGA Mega Drive 
Players: 1-2 

Price: 800 pts 


N@ \ GOLDEN AXE 
G) 
RECOMMENDS Original Release: ‘89 
Original System: SEGA Mega 
Drive 
Players: 1-2 
Price: 800 pts 


NEW 


RECOMMENDS Original Release: ‘97 


GRADIUS 
Original Release: ‘88 
Original System: NES 
Players: 1-2 

Price: 500 pts 


eG » GUNSTAR HEROES 
Original Release: “93 
Original System: SEGA Mega Drive 
Players: 1-2 
Price: 800 pts 


ICE HOCKEY 
Original Release: ‘88 
Original System: NES 
Players: 1-2 

Price: 500 pts 


Virtual Console Corner 


NEW 


KID ICARUS 
Original Release: ‘87 


SOLOMONS KEY 


Original Release: ‘90 
Original System: NES 


Original System: NES Players: 1 
Players: 1 Price: 500 pts 
Price: 500 pts 
BS , SONIC THE 


‘aNG.¢ HEDGEHOG 
Original Release: °91 
Original System: SEGA Mega Drive 
Players: 1 
Price: 800 pts 


SPACE HARRIER Il 
Original Release: ‘89 

Original System: SEGA Mega Drive 
Players: 1 

Price: 800 pts 


NEW 


KIRBY’S ADVENTURE 


Original Release: “93 NEW 


Original System NES Ne’ STREET FIGHTER 


Players: 1 owes th. THE WORLD 
Price: 500 pts WARRIOR 
MARIO BROS. Original Release: (92 


Original System: SNES 
Players: 1-2 
Price: 800 pts 


Original Release: ‘86 
Original System: NES 
Players: 1-2 

Price: 500 pts 


Ne | MARIO KART 


Original System: N64 
Players: 1-4 
Price: 1000 pts 


PINBALL 
Original Release: “86 


NEW 


Original System: NES 
Players: 1-2 


STREETS OF RAGE | 
Price: 500 pts 


recone Original Release: °91 
~ Original System: SEGA Mega 


NG * R TYPE II: THE Drive 
RecoMmenns THIRD LIGHTNING ss Players: 1-2 
~ Original Release: ‘94 Price: 800 pts 
Original System: SNES 

Players: 1-2 NG . SUPER 

Price: 800 pts reconneng CASTLEVANIA IV 
Original Release: ‘92 

RISTAR Original System: SNES 


Original Release: °95 
Original System: SEGA Mega Drive 


Players: 1 
Price: 800 pts 


Players: 1 

Price: 800 pts , SUPER MARIO 64 
RECOMMEngg. Original Release: ‘97 

SIM CITY Original System: N64 


Original Release: ‘92 
Original System: SNES 


Players: 1 
Price: 1000 pts 


Players: 1 
Price: 800 pts NEW 
SOCCER SUPER MARIO BROS 


Original Release: ‘87 
Original System: NES 
Players: 1-2 

Price: 500 pts 


Original Release: ‘87 
Original System: NES 
Players: 1 

Price: 500 pts 


The games of yesterday live on! 


NEW 


NEW 


Ne | SUPER MARIO 
RECOMMENDS WORLD 
Original Release: ‘92 
Original System: SNES 
Players: 1-2 
Price: 800 pts 


Ng; SUPER 
reconwenns PROBO TEC T OR 
- ALIEN REBELS 
Original Release: ‘92 
Original System: SNES 
Players: 1-2 
Price: 800 pts 


NEW 


Ng ; SWORD OF 
reconnenos WERMILLION 
{ Original Release: ‘90 
Original System: SEGA Mega Drive 
Players: 1 
Price: 800 pts 


TENNIS 
Original Release: ‘86 
Original System: NES 
Players: 1-2 

Price: 500 pts 


Ne‘ THE LEGEND 
rethieng OF ZELDA 
” Original Release: ‘87 
Original System: NES 
Players: 1 
Price: 500 pts 


| TOE JAM EARL 
Original Release: ‘93 

Original System: SEGA Mega Drive 
Players: 1-2 

Price: 800 pts 


URBAN 

| CHAMPION 

| Original Release: ‘86 

| Original System: NES 
Players: 1-2 

Price: 500 pts 


WARIO’S WOODS 
| Original Release: °94 

Original System: NES 

Players: 1-2 

Price: 500 pts 


XEVIOUS 
Original Release: ‘89 
Original System: NES 
Players: 1-2 

Price: 500 pts 


NEW 


ZELDAI: THE 
ADVENTURE OF LINK 
Original Release: ‘88 

Original System: NES 

Players: 1 

Price: 500 pts 


THE LEGEND OF 
ZELDA: OCARINA OF 
TIME 


Original Release: “98 

Original System: N64 

Players: 1 

Price: 1000 pts 

Ocarina of Time is considered 
the pinnacle of the Zelda back 
catalogue. Moving from the 
stellar Legend of Zelda III: Link 
to the Past of the 16-bit SNES 


generation, Ocarina of Time made 


full use of the Nintendo 64’s 
3D capabilities and presented 
a Hyrule that was, at the time, 
revelatory. Rich 3D environments 
housed strong (and gorgeous} 
characters, which gave some of 
the best dungeon and over-world 
quest s ever seen. Ocarina of 
Time was about saving Hyrule 
from a dark presence but even 
then it managed to ooze warmth 
out of every pore. 

Add a fantastic soundtrack and 
innovative control scheme and 
its no wonder Ocarina of Time is 
considered by many as one of The 
Best 
Games 
Of Alt 
Time. 


Virtual Console 
Chechlist 


Like clockwork... 

Mark your calendars: the Virtual 
Console list gets updated with 
new games every week on Friday 
at 10:00pm EST (12:00pm NZ). 
Expect a handful of titles with 
each update. 


Wii Points Conversion Table 


Ts [_ aps | 50 a 
wo] e010 | 
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VC Housekeeping 

Virtual console games come in at 
a maximum of around 165 blocks, 
with the Wii's 512MB of internal 
memory offering 2200 blocks to 
start with. So don’t worry about 
filling up the Wii's too soon - you'll 
need to spend a few hundred 
dollars on VC games to do so. 

If you do run out of room, 
however, there are two options. 
The first is buying an SD memory 
card and simply copying the games 
across to it. The second - delete 
the VC titles. Nintendo sells you 
the license to play the games, not 
the games themselves. What this 
means is the Wii keeps a record 
of what you've already bought 
and allows you to download it to 
the same Wii as many times as 
necessary. And with the small 
file sizes of Virtual Console titles, 
downloads never take long anyway. 


Memory 


Virtual Console games are stored in 


the Wii's 512MB of internal memory. 


While this may seem ample enough 
there will come a time when the 
Wii runs out of memory to accept 
new games. To overcome this 
issue, simply get your hands on an 
SD memory card. Virtual Console 
games can be stored on the card 
(or a PC) once your collection gets 
big enough. From there they can be 
swapped back and forth from your 
Wii at will! 


Hardware 
Controllers 


There are three main controller 
options with Virtual Console 
games: 


1. The Wiimote. 


' . : ae 
pS Was O07: 
© 0) ey 
Tilted to its side, the Wii Remote 
can be used to control all NES 
based games. 
2. The Classic Controller. 
® | 
Wii } 
ma x | 
{= a A A es v) Dy | 


1 


This multi-format controller allows 
you to play all NES, SNES, Mega 
Drive and Né4 games. It plugs into 
the base of the Wiimote, and sells 
for $29.95. This controller is best 
suited to NES, SNES and Mega 
Drive games. 


3. GameCube controller. 


Plugged into the top GameCube 
controller ports on the Wii, this is 
the preferred controller for N64 
games (unfortunately the Classic 
Controller just doesn't feel right). 
For wireless GC controller play, get 
a WaveBird wireless GameCube 
controller. 


Note: Adapters to allow you to 
connect original classic controllers 
are available on the market 

- check the internet 
for more info. 
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Ahh, Super Happy 
Gaming Fun! It’s 
not all rainbows and 

lollipops though. For 

every fresh-faced 
twenty-something clad 
in white sitting ona 

designer couch in a dream loft 

apartment absolutely owning a 
game on Wii (ahh, gotta love those 
lifestyle shots), there’s a frantic 
gamer ready to flush their Wii 
remote or DS down the toilet in 
sheer frustration. Dan, our resident 


CUBE QUERY 
Dear Nintendo Gamer, 


It is possible for a PAL Gamecube game from the 
UK to work on a PAL Gamecube from Australia? 


Loyal Reader, Ben 


GAME AID 


CHEATS, TIPS AND GR 


lover of difficult games, even bites 
down on harmless and defenceless 
pieces of furniture when he gets 
stuck. Think of the furniture. Dear 
god, think of the poor furniture. 
This section, then, is for any 
gamer tempted to sink their teeth 
into their couch in frustration. 
Aside from tips, cheats and guides 
to help get you get the most out of 
the games in question, you'll find 
that Game Aid also tends to specific 
requests for help in a game. Isn’t 
that spiffy? Damn straight it is. 


Yep. A PAL Gamecube can play games from any PAL region lie. 
Australia, New Zealand or Europe.] 


DUNGEONS! POKEMON! MYSTERY! 


Dear Nintendo Gamer 


MING ADVICE 


which questions you'll be asked 
but here are some things to 
remember if you're trying to 
come across as naive: 
- If you were offered a 


I’m having some problems with Pokémon Mystery Dungeon on DS 
and GBA. 
1. How should | answer the questions at the beginning if | want to play as 


CONTACT US 


Send any questions (and even 
special requests] to: 

Game Aid 

Nintendo Gamer 

78 Renwick Street 

Redfern NSW 2016 


} 

| Or email us: game_aid_ 
| ngamer(dhotmail.com 
{ 


choice of two gifts, 
you'd take the big 
box. 

If you broke a 
rotten egg in your 
room, you'd take a 
sniff. 

If a friend brought you 
something you'd forgotten, 
you'd say thanks with a joke. 

If you found a wallet on the 
side of the road, you'd be pretty 
darn happy about it. 

If you heard a scream from 
behind a door, you'd join in. 
You have a cheerful 
personality, you laugh a lot and 
you love groan-inducing puns. 
Other people might call you 
childish. 

You like to imagine things for 
your amusement. 

You'd be happy if someone 
called you ‘weird but funny’. 

If a hand reached out of the 
toilet, you'd shake hands with it. 


Eevee? 

2. How do | get past Purity Forest and Joyous Tower? It’s very hard 
because you start at level 1 - it’s impossible! 
Raven 


Dungeons that set you back to 
Level 1 are needlessly cruel! 
Fortunately, you don't have to 
worry about getting all the way to 
the end of Joyous tower - there’s 
not much point. The only reason to even set foot inside the dungeon is 
the opportunity to recruit pokémon you can’t find anywhere else, i.e. 
Bulbasaur, Psyduck, Ponyta, Chansey, Eevee, Chikorita, 
Cyndaquil, Pichu, Smoochum, Treecko, Torchic, Wurmple, | 
Taillow and Spinda. You'll only need to get to the 50th floor to 
find all of them. 

The Purity Forest, on the other hand, is worth finishing. 
Celebi is waiting for you on the 99th floor! Getting there is 
going to be really tough - nothing you can do that. However, 
you can increase your chances of success by hunting around | 


To play as Eevee, you'll need to convince the game that a] you are a girl 
and b] you have a “naive” personality. It’s impossible to predict exactly 
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for a Pass Scarf and plenty of apples on the early floors. 


| 
| 
/ | 


NFS CARBON: NEED FOR CHEATS! 


Enter these codes at the main menu if you're in a cheating kind of mood: 


Code 

Up[x2), Down(x4], Up, 1 

Down, Up, Left, Down, Right, Up, 1, B 
Right, Up, Down, Up, Down, Left, Right, 1 


Unlocks S 
Cardboard box and driver vinyl\ 
Extra Cash [only works once!] 
Need For Speed Carbon vinyl 


Down, Up(x2), Right, Left(x2], Right, 1 
Left, Up, Left, Down, Left, Down, Right, 1 
Down, Right(x2], Left, Right, Up, Down, 1 


Unlimited crew charge 
Unlimited nitrous 
Unlimited SpeedBreaker 


Frustration TMs will also come in handy. Speaking of 
frustration, try not to let it get the better of you! Take 
some deep breaths, make yourself a nice cup of green 
tea and keep trying! You'll get to Celebi eventually. 


Dear Nintendo Gamer, 
I've got questions for you ‘bout Wii Sports. 
1. In Boxing is there any way to get back up when 
you’re knocked down? 
2. Are there any cheats for Wii Sports? 
3. How do you do a really fast serve? I’ve done few 
before by fluke. 
Beau Krstevski, Vic. 


It is possible to get back up after you've been 
knocked down but it all depends on how hard you've 
been hit. There’s nothing you can do to control it 
- other than trying not to get knocked down in the first 
place, of course! 

Wii Sports doesn't have any cheats of the ‘enter 
button combination, get infinite lives’ variety but there 
are a few little tricks and secrets here and there. For 
instance, you can change the colour of your bowling 
ball by holding down a different direction on the D-pad 
as the screen fades to black. You can also play tennis 
on the blue practice court if you hold down 2 on the 
screen after you select your characters. 

For the fastest, most powerful serve possible, you'll 
need to tap the A button to lob the ball into the air and 
start to swing the remote after about half a second. 
The exact timing varies from character to character 
and it will take a bit of practice to get it right. The good 
news is that powerful serves become easier to pull off 
as your character's rank increases. 


Dear Nintendo Gamer, 
My 6 year old son is having some trouble with the 
Nintendo DS Lego Star Wars I] game. He would like 
to find out how to get the ‘paper’ man (Han Solo 
Carbon) out of jail. 

Can you please help us? 

He is also having trouble in the New Super Mario 
Bros in World 2. There is a part where the water fills 
the room, and he needs to get into a tunnel at the top 
of the screen, and can’t get there. How do we do this 
part? 

Thanks for your help 

Lucas’ Mum 


You'll need to get through just about all of 
Episode VI, Chapter 1 before you can free 
Han Solo from his Carbonite prison. In 
the first area, push blocks under the 
switches on the left and right. Pull the 
switches to reveal computer panels. 
Activate the panels with the A button. 
Battle the Gamorrean Guards when the 
door opens and add Jedi Luke to 
your party. 
Soon you'll find yourself in front of 
three doors. Go through the green 
one in the middle (the other 
two doors will take you 
to kit pieces, but won't 
get you any closer to 
rescuing Han). 
Take Luke up the 
left hand side of 
the next room and 


BOSS OF THE MONTE TE: 


Anyone who's played Super Mario World surely remembers the Reznor. Bosses don’t 

get much more peculiar than a sort of a Ferris 

wheel for fire-breathing triceratopses that, for 

some unfathomable reason, shares it name with 

the frontman for Nine Inch Nails. You'll fight 

the Reznor four times throughout the game, as | 

the bizarre contraption serves as a guardian for | | 

each of the four fortresses. Each encounter is | | 

§ More difficult than the last (of course] but the | | 
strategy for beating the Reznor is pretty much 

the same every time. Bump the dinosaurs off 

their platforms by jumping up from underneath. 

You'll need to knock the first one off quickly-the | 

ground will soon crumble away and you'llneeda_ | 

spare platform to ride on. Dodge the fireballs and 

knock off the triceratopses one by one. If you're 

# feeling lucky (or especially skilled) you can enter 

the battle as small Mario. If you're fast enough, 

it’s possible to defeat all of the dinosaurs before 

the ground breaks. 


use the Force to pull the switch at the top. Make your 
way across the platforms on the right and destroy 
the pile of Lego you find there. Activate the green 
switch and you'll have unlocked a door and disabled 
the force fields around Han (he’s still frozen in 
carbonite, though]. 

Go through the door, defeat the three 
Gamorrean Guards and add Bounty Hunter 
Lando to your party. Enter Jabba’s throne room 
and try to avoid the red searchlights - if one hits 
you, you'll have to go back and battle the three 


Ores 


Gamorreans 
again. If you 
make it past the 
searchlights, 
all you have to 
do is touch Han 
and he'll be 
freed in the next 
cutscene. Yay! 

As for Mario, 
he should be 
able to swim up 
to the top of the 
screen without too much trouble. Use the D- 

pad and hit A or B for a swimming stroke. If 

you're trying to get into the secret level 2-A 
from level 2-3, swim up and to the left after 
you hit the first ? switch. There’s an upside down 

? switch above the platform on the left. Hit it and 
swim straight up as quickly as you can (really hammer 
that A or B button!) and you'll reach a passage that 
leads out to the secret exit flagpole. 


Dear Nintendo Gamer, 

I’m really stuck on Metroid Prime Hunters on DS. 
I've found 5 Octoliths: one each on Alinos, VDO, and 
Arcterra, and two on Celestial Archives. Can you tell 
me where to get the other artifacts? 

Also, where’s the second boss portal for each of the 
planets? 

Fraser Clayton, QLD 


There are two Octoliths on each planet [eight in total), 
so you're missing one each from Alinos, VDO and 
Arcterra. You'll find the second Octolith when you fight 
the second boss on each planet, which leads to your 
next question. Return to Alinos with the Judicator, 
make your way to High Ground and blast through the 
forcefield there. You'll find the portal for the boss in the 
Processor Core. When you've 


picked up the Magmaul, go to | — 
Acrterra and blast open the | 
orange door in Sic Transit. | 
The boss portal is in the 


| silly blonde wigs! 
Get an S-Rank in every race on Excite Mode 
Get an S-Rank in every race on Super Excite Mode | 
Get an S-Rank in every race on Mirror Race Mode 
Win 10 races with a single truck OR get an S-rank on three 
races using a single truck 
Unlock the alternate paint jobs for the other 19 trucks i 
Get an S-Rank for every part of Super Challenge Mode 


i 

i 

| 

| Super Excite Mode 
Mirror Race Mode 

| Crazy Monster Truck 
| New Paint Job 

| 

| Monster Truck 
Special Race Icons 
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| Here's a neat little Easter Egg: when you're on the mission that Reiko assigns 
| to you, look out for some lockers near where you first meet the geishas. One of 
+ the lockers has a slightly darker coloured door. 

Look inside that locker and you'll see some photos of the developers wearing 


Fallen Pillar Room. You'll the need the Imperialist to 
reach the final Octolith at the Vesper Defence Outpost. 
Drop down the elevator shaft in the Weapons complex 
and blast through the red door to get started. The boss 
portal is in the Stasis Bunker. 


Dear Nintendo Gamer, 

| recently blew my Christmas money on Twilight 
Princess (and Wii Play), and (43hrs in) I can’t beat 
Zant. | know that my sword can somehow block his 
attacks, but all it seems to do is stop them! If he fired 
one big ball | could do it, but he has some sort of 
Rapid-Fire Mechanism. Please help! 

Also, | can’t seem to pull of the 91-Pin Strike in Wii 
Sports Bowling. Could you explain it in greater detail 
or give me some tips? 

Nathan Weaver, WA 


You can block Zant’s attacks with your shield, not 
you sword. Hold your shield up and you'll be able to 
withstand one rapid-fire burst of energy balls. The 
last hit in each burst will knock your shield to the 
side, but you won't lose any health. If you don’t think 
you can get your shield up in time (say, you've just 
fired the boomerang], your best bet is to avoid getting 
hit in the first place. Keep Zant Z-targetted and strafe 
out of the way. 

To get the 91 pin 
strike, you ll 


Totaka’s Song is a short melody that serves as a kind of musical signature for 
Nintendo composer Kazumi Totaka. The tune has been hidden many of the games 
Totaka has been involved with. Here’s how you can have a listen: 


: Click the letter “O” on the title screen. 


I : Request “K.K. Song” from K.K. Slider. The guitar playing dog 
also known as “Totakeke” {i.e. Totaka K.} - is a caricature of the composer. 


Wait inside Richard's Villa for two and a half minutes. 


| 2: Wait for two and a half minutes on the Game Over screen. 


Enter “Trial Mode” and wait at the level selection screen. 


Go into an incomplete cave level and wait at the “Treasures 


Salvaged” screen. 


: Wait at the controller configuration screen in the 


training room. 


lauds you draw. Palise the game and wait. 


See 


reader Zach Clarke for suggesting this topic!) 


need to get the ball rolling along the bumper all the 
way to the end. Move as far the to right [or left, if 
your Mii is left-handed) as you can and twist slightly 
so that you're aiming for the bumper. You'll need to 
apply a little spin towards the outside to stop the ball 
falling back into the lane. There are plenty of videos 
circulating the internet if you'd like to see how it’s 
done. Search for “Wii Sports 91 Pin Strike” on YouTube 
for a demonstration of this neat little trick. 


Dear Nintendo Gamer, 

lam playing Pokémon Emerald and I’m stuck at a 

certain point. 

1. What level does Marshtomp evolve? I am at level 25. 

2. 1am trying to give the Devon Goods to Capt. 
Stern. Where is he? I try to get past Team Aqua in 
Slateport City up the top in route 110 and they won’t 
move. Is there something | am not doing right? 
Charlie Pinkerton 


Marshtomp evolves into Swampert at Level 36. To find 
Captain Stern, go into the Shipyard (on the east 
? side of Slateport City) and talk to the man 
there. He'll direct you to the Museum, 
where you'll tussle with Team Aqua 
before handing the Devon Goods to the 
good Captain himself. 


: Find the area where the wind blows away the 


Since Totaka’s Song has shown up in so many of the games Totaka 

has worked on, gamers are busily hunting for it in games like Kirby 64, 
Wave Race 64 and, more recently, Wii Sports. If you happen to hear the 
melody in between a couple of rounds of boxing, let us know! (Thanks to 
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Dear Nintendo 

Gamer, 

I need help on Pokémon Ruby. 

1. What route is the submarine on? 

2. How do you get into the gym at Sootopolis to battle 
Wallace? 

3. Where do you find the HM Waterfall? 
Oskar Fletcher, NSW 


GUANGEL 


POKEMON NAVIGATOR 


The submarine is underneath Route 128. Surf due 
south from Mossdeep City and Dive when you reach a 
large square of dark blue water. 

When you first get to Sootopolis City, you won't 
be able to get into the gym. That’s because Wallace 
isn’t even inside! Make your way up to the Cave of 
Origin in the north of the city. You'll meet Wallace at 
the entrance, and he'll tell you about the legendary 
Pokémon inside. You'll need to battle Groudon before 
you can get into the Sootopolis Gym. The big beastie 
is at Level 70, so take a strong team and plenty of 
Ultra Balls with you. Most importantly, when you enter 
Groudon’s chamber, save your game! 

The Waterfall HM is inside the Cave of Origin. You 
should find it on your way to battle Groudon. NG 


[os guide | 


Completing the Pokémon Register is just about the biggest 
job a Ranger can ever undertake. A lot of pokémon just 
wander around in the open, Waiting to be captured. Others, 
however, are sneakier and capturing them will require a 

little more sniffing around and a lot of cooperation from 
your pokémon team mates. That's why we've compiled this 
list of where you can find every single pokémon in the Fiore 
Region. Note that some areas won't be accessible until after 
certain missions have been completed. You'll also need to 
be able to take pokémon from one area to another to use the 
field moves that you need. It’s probably best to wait until you've 
completed the main game before you set about filling in the 
gaps in your register. If you're ready go, Capture On! 


bude 


Pokémon Location Pokemon Location 


R-001: Bulbasaur _ Lyra Forest: Cut R-022: Pichu Lyra Forest {and R-040: Fearow Ring Town Capture 
through some bushes several other locations] Challenge: appears 
near the entrance to after you've scored 


R-023: Pikachu Lyra Forest (and 


| 
Krokka Tunnel several other locations] Mone See aain 
x s points in the Fall City | 
R-002: Ivysaur tyra Forest R-024: Raichu Panula Cave {and Capture Arena 
R-003: Venusaur _Lyra Forest: Cut several other locations] Rook sade Hin Towir Capture 
ee aus nas R-025:Beedrill —Lyra Forest ’ Challenge (after 
near the Fores i : 
Labyrinth entrance R-026: Ralts Sekra Range OR Go- capturing 2 Gardevoir} 
Rock Squad Base -042: i j 
R-004: Bellsprout - Lyra Forest q R-042: Dodrio Ring Town Capture 
R-027: Kirlia Krokka Tunnel Challenge: appears 
R-005: Lyra Forest (requires Rock Smash after you've scored 
Weepinbell x 2), Sekra Range OR more than 5000 points 
R-006: Victreebel Lyra Forest Ring Town Capture nga Previous attempt 
Challenge -043: 
R-007: Chikorita Lyra Forest 2 iam eth oll PHU 
R-028:Gardevoir Sekra Range OR -044: Sci | 
R-o08:Bayleef Olive Jungle Risa Tenecntre RroGGeSclzots cr ema Vuaioney! | 
R-009: Meganium Olive Jungle Challenge (after R-045: Skarmory — Ring Town Capture 
: capturing 2 Kirlia] Challenge: appears 
R-010: Hoppip Lyra Forest fi a aaa Ps e after you've scored 
: “029: Abra ing Town Capture more than 5000 points 
R-011: Mudkip Lyra Forest Challenge Si inthe Suninertand 
| 
R-012: Lyra Forest R-030: Spoink Ring Town Capture Capture Challenge | 
Marshtomp Challenge 
R-013: Swampert Go-Rock Squad Base R-031: Nincada Lyra Forest 


OR Lyra Forest 
: R-032: Ninjask Lyra Forest: Use 
R-014: Slowpoke — Ring Town Capture Tackle on a tree in the 
Challenge (after Wocternares 


capturing 2 Abra] 
R-033: Shedninja Olive Jungle 


R-015: Torchic Lyra Forest 

R-034: Phan Olive Jungle OR Lyra 
R-016: Lyra Forest Be Foreet z y 
Combusken 


R-035: Donphan Fiore Temple 


R-017: Blaziken Go-Rock Squad Base Oru LMA 
— ier 8) 


OR outside Fall City R-036: Taillow Lyra Forest 
R-018: Rapidash — Ring Town Capture R-037: Swellow _Lyra Forest 
Challenge [after R-038: Dragonite Captured as part of the 
capturing 2 Spoink] storyline 
R-019: Cyndaquil Lyra Forest R-039: Spearow Ring Town Capture 
R-020: Quilava Sekra Range Challenge 


R-021: Typhlosion Lyra Forest: Cut 
through some bushes it 4 y 
in an area west of the 
river 
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Pokemon Location 


R-046: Murkrow 


R-047: Zigzagoon 


R-049: Tauros 


R-050: Paras 


R-051: Parasect 


R-052: Poliwag 
R-053: Poliwhirl 


R-054: Poliwrath 


R-055: Politoed 


R-056: 
Magnemite 


R-057: Magneton 


R-058: Zubat 
R-059: Golbat 
R-060: Crobat 
R-061: Diglett 
R-062: Dugtrio 


R-063: Rhydon 
R-064: Geodude 
R-065: Graveler 


R-066: Golem 


R-067: Plusle 


R-068: Minun 


R-069: Tangela 
R-070: Krabby 
R-071: Corpish 


R-072: Crawdaunt 


Captured as part of 
the storyline OR Lyra 


Forest: use Tackle 


on the tree near the 


Labyrinth exit 


Lyra Forest (and 
several other 
locations)R-048: 
Linoone 


Ring Town Capture 


Challenge 
Krokka Tunnel 
Krokka Tunnel: 


use Gust x 2 on the 
mushrooms at the top 
of the area filled with 


Zubat. 
Krokka Tunnel 


Krokka Tunnel (and 
several other locations] 


Jungle Pyramid: Cut 
(x 2] through the fence 
on the left side of the 


main area 


Captured as part of the 


storyline 


Krokka Tunnel (and 
several other locations) 


Krokka Tunnel (and 
several other locations] 


Krokka Tunnel 
Panula Cave 
Panula Cave 


Krokka Tunnel 


Krokka Tunnel: Cross 
the gap in the lower 
left corner of the area 
filled with Zubat. Use 
Rock Smash x 3 in the 


next room to reach 
Dugtrio 


Jungle Pyramid 
Krokka Tunnel 


Krokka Tunnel (and 
several other locations] 


Panula Cave OR Fiore 


Temple 


Play as agirlOR 
complete the main 
storyline as a boy 


Play as a boy OR 
complete the main 
storyline as a girl 


Sekra Range 
Fall City 
Fall City Sewers 


Fall City Sewers: use 
Cut x 2 on the fence 


near the pipe with 
multiple exits 
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Pokemon 


R-073: Totodile 
R-074: Croconaw 


R-075: Feraligatr 


R-076: Squirtle 


R-077: Wartortle 


R-078: Blastoise 


R-079: Voltorb 


R-080: Machop 
R-081: Machoke 
R-082: Machamp 
R-083: Makuhita 
R-084: Hariyama 
R-085: Meditite 
R-086: Medicham 
R-087: Grimer 


R-088: Muk 


R-089: Koffing 
R-090: Drowzee 
R-091: Hypno 
R-092: Mr. Mime 
R-093: Pinsir 
R-094: Gastly 
R-095: Haunter 
R-096: Gengar 
R-097: Snubull 
R-098: Skitty 
R-099: Meowth 


Pokemon Location 


R-100: Jigglypuff Fall City 


R-101: Rattata Fall City Sewers 


R-102: Raticate Fall City Sewers 


R-103: Porygon Dusk Factory: in the 
room with the conveyor 
belts, after the power 
has been shut off. 
Porygon is invisible, 

so you ll need to walk 
around until you bump 


into one. 


R-104: Kecleon Ring Town Capture 
Challenge: look for 
rustling in the grass 
OR Outside the Dusk 
Factory: use Fire x 2 on 
the trash pile. Kecleon 
is invisible, so you'll 
need to walk around 
the area until you 
bump into one. 


Location 


Fall City Sewers 
Fall City Sewers 


Fall City Sewers: in the 
room after the one full 
of Koffing, Cross the 
gap and use Fire x 2 on 
the trash pile 


R-105: Snorlax Sekra Range: only 
awakens after you've 
captured all 209 other 
pokémon (doesn’t 
include pokémon from 


Ranger Net Missions} 


Fall City Sewers: Cross 
the gap in the room 
after the one full of 


Koffing R-106: Lapras 


Captured as part of the 
storyline 

Lyra Forest: use Rock 
Smash on the west 


bank of the river 


Fall City: in the 
lighthouse 


Outside the Dusk 
Factory 


Krokka Tunnel 


R-107: Horsea Summerland Capture 


Challenge 


R-108: Seadra Summerland Capture 


Challenge 


Dusk Factory 


Go-Rock Squad Base 
Fall City 

Krokka Tunnel 

Fall City Sewers 
Panula Cave 


Captured as part of the 
storyline 
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Captured as part of the 
storyline 


Fall City Sewers 
Fall City Sewers 
Dusk Factory 
Dusk Factory 
Dusk Factory 


Dusk Factory 
Dusk Factory 
Fiore Temple 
Fall City 
Fall City 
Fall City 
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R-109: Kingdra 


R-110: Goldeen 


R-111: Seaking 


R-112: Staryu 


R-113: Starmie 


R-114: Remoraid 


R-115: Octillery 


R-116: Mantine 


R-117: Carvanha 


R-118: Sharpedo 


R-119: Wailmer 


R-120: Luvdisc 
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Location 


Summerland Capture 
Challenge (after 
capturing 2 Horsea) 


Summerland Capture 
Challenge 


Summerland Capture 
Challenge (after 
capturing 2 Goldeen) 


Summerland Capture 
Challenge 


Summerland Capture 
Challenge (after 
capturing 2 Staryu) 


Summerland Capture 
Challenge 


Summerland Capture 
Challenge 


Summerland Capture 
Challenge [after 
capturing 2 Remoraid 
and 2 Octillery] 


Summerland Capture 
Challenge 


Summerland Capture 
Challenge [after 
capturing 2 Carvanha] 


Summerland Capture 
Challenge (after 
capturing 2 Seaking] 


Summerland Capture 
Challenge 


Pokémon Location 


R-121: Psyduck Summerland Capture 
Challenge (after 


capturing 2 Starmie) 


R-122: Wingull Fall City 


R-123: Pelipper Summerland Capture 
Challenge: appears 
after you've scored 
more than 5000 points 


in a previous attempt 


R-124: Magikarp Summerland Capture 
Challenge OR Sekra 


Range 


R-125: Gyarados Captured as part of the 


storyline 


R-126: Oddish Fall City Sewers: use 
Rock Smash on the 
cracked wall OR Olive 
Jungle: use Gust on 
the strange plants at 


the top of the first area 


R-127: Gloom Olive Jungle: use Gust 
x 2 on the plants near 


the Jungle Pyramid 


R-128: Vileplume Sekra Range: use 
Gust x 3 on the plants 
near the Fiore Temple 
entrance 

R-129: Treecko Olive Jungle 


CORSO S HHS ETE EESOOS SEH EHHHHESEOHHEEO EEO EEEEEOOEEEES 


Pokemon 


Location 


R-130: Grovyle 


R-131: Sceptile 


R-132: Lotad 
R-133: Lombre 


R-134: Ludicolo 


R-135: Numel 
R-136: Camerupt 
R-137: Magmar 
R-138: Slugma 
R-139: Magcargo 


R-140: 
Charmander 


R-141: 
Charmeleon 


R-142: Charizard 


R-143: Torkoal 


R-144: Growlithe 
R-145: Arcanine 
R-146: Electrike 


R-147: Manectric 


R-148: Heracross 


R-149: Mankey 


R-150: Primeape 


R-151: Ekans 
R-152: Arbok 
R-153: Venonat 
R-154: Wurmple 
R-155: Silcoon 
R-156: Beautifly 
R-157: Spinarak 


R-158: Ariados 


Olive Jungle: use 
Water on a plant near 
the river OR Fiore 
Temple 


Jungle Pyramid: use 
Rock Smash x 2 ona 
large rock in the main 
room. 


Olive Jungle 


Olive Jungle: Cut 
through the bushes on 
the cliff with a Grovyle 


Fall City OR Olive 
Jungle 


Jungle Pyramid 
Jungle Pyramid 
Jungle Pyramid 
Jungle Pyramid 
Jungle Pyramid 


Jungle Pyramid: go 
through the door at 
the top left of the 
main area (near a 
Houndoom] 

Jungle Pyramid: go 
through the door at 
the top left of the main 
area and use Water x 3 
on the lava block 


Captured as part of the 
storyline 


Panula Cave: melt a 
block of ice with Fire x 
3 and go up the stairs 
behind it 


Dusk Factory 
Jungle Pyramid 


Olive Jungle {and 
several other locations) 


Jungle Pyramid {and 
several other locations) 


Olive Jungle 


Olive Jungle: knock 
the log across the river 
with Tackle x 3 


Olive Jungle: knock 
the log across the river 
with Tackle x 3 


Olive Jungle 
Sekra Range 
Olive Jungle 
Olive Jungle 
Olive Jungle 
Olive Jungle 


Olive Jungle [and 
several other locations) 


Olive Jungle OR Fiore 
Temple 


Pokemon 


R-159: Flygon 


R-160: Gligar 


R-161: Houndoom 
R-162: Slakoth 
R-163: Vigoroth 
R-164: Slaking 
R-165: Bagon 


R-166: Shelgon 


R-167: Salamence 


R-168: Jynx 
R-169: Solrock 
R-170: Wobbuffet 


R-171: Dusclops 
R-172: Swinub 


R-173: Piloswine 


R-174: Snorunt 
R-175: Glalie 
R-176: Whismur 
R-177: Loudred 


R-178: Exploud 
R-179: Steelix 


R-180: Seedot 
R-181: Nuzleaf 
R-182: Shiftry 
R-183: Vaporeon 
R-184: Flareon 
R-185: Jolteon 


Location 


Captured as part of the 
storyline 


Olive Jungle OR Sekra 
Range 


Jungle Pyramid 
Jungle Pyramid 
Olive Jungle 
Olive Jungle 


Captured as part of the 
storyline. 


Captured as part of the 
storyline 


Captured as part of the 
storyline 


Panula Cave 
Panula Cave 


Panula Cave: use Rock 
Smash x 2 near an 
area with water 


Panula Cave 
Panula Cave 


Panula Cave OR Sekra 
Range 


Panula Cave 
Panula Cave 
Panula Cave 


Panula Cave: in sliding 
maze, take the path on 
the far right 


Panula Cave 


Captured as part of the 
storyline 


Sekra Range 
Sekra Range 
Sekra Range 
Fiore Temple 
Fiore Temple 


Fiore Temple 
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Pokémon Location 


R-186: Espeon Fiore Temple 


R-187: Umbreon Fiore Temple 

R-188: Electabuzz Go-Rock Squad Base 

R-189: Swalot Fiore Temple 

R-190: Beldum Jungle Pyramid OR Go- 
Rock Squad Base 

R-191: Metang Go-Rock Squad Base 


R-192: Metagross Go-Rock Squad Base 


R-193: Larvitar Sekra Range 


R-194: Pupitar Sekra Range 


R-195: Tyranitar | Go-Rock Squad Base 

R-196: Swablu Sekra Range 

R-197: Altaria Sekra Range 

R-198: Aerodactyl Fiore Temple 

R-199: Sneasel Panula Cave OR Sekra 
Range 

R-200: Absol Panula Cave: melt a 
block of ice with Fire 
x 3 and take the lower 
exit when you follow 
the path behind it 

R-201: Outside Wintown: use 

Kangashkan Rock Smash x 3 ona 


cave to the right of the 
water 


R-202: Entei Captured as part of the 


storyline 


R-203: Raikou Captured as part of the 


storyline 


R-204: Suicune Captured as part of the 


storyline 
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Pokemon Location 


R-205: Regirock 


R-206: Regice 


R-207: Registeel 


R-208: Kyogre 


R-209: Groudon 


R-210: Rayquaza 


R-211: Deoxys 


R-212: Celebi 


R-213: Mew 


R-?2?: Manafi’s 
egg 


Sekra Range: use Rock 
Smash x 3 just to the 
right of the entrance 
to Fiore Temple. Use 
Water on the plant, 
climb up and use 
Rock Smash x 3 to get 
inside the cave. Use 
Fire x 3 to melt the ice 
block in your path and 
keep walking straight 
ahead until you meet 
Regirock. 


Panula Cave: use Fire 
x 3 on the ice block at 
the south end of the 
cave. Use Rock Smash 
x 2 on the right and 
jump down the hole. 
Now Cross the cap to 
reach the next hole. 
Jump down and you'll 
see a huge door in 
front of you. Regice 
waits behind it. 


Krokka Tunnel: Cross 
the gap in the lower 
left corner of the area 
filled with Zubat. Cut 
(x 2) through the fence 
in the next room. 
You'll need to use 
Break x 2 four times 
here - it may require 
multiple trips. Cross 
the gap and go through 
the door to capture 
Registeel. 


Complete Extra 
Mission 1 


Complete Extra 
Mission 2 


Complete Extra 
Mission 3 


Complete Special 
Mission 1 (Ranger Net] 


Complete Special 
Mission 2 (Ranger Net) 


Complete Special 
Mission 3 (Ranger Net) 


Complete Special 
Mission 4 (Ranger 
Net): to unlock this 
mission, go to the 
Ranger Net menu after 
you've finished the 
three other Special 
Missions. Hold down 

R and X and press left 
on the D-pad. You'll 

be given the option 

to enter a password. 
Punch in “P8M2-9D6F- 
43H7” and restart your 
DS. Special Mission 4 
will be there when you 
next enter the Ranger 
Net. 
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This one’s obvious: come first. Sure, 
being the first across the finish line isn't 
exactly what Excite Truck is about, but doing so 
adds a comfortable cache of stars to your tally 
which often makes the difference between an S 
Rank or lower - especially in the later, harder 
stages. Here’s the point break down by rank: 
1st - 50 stars, 2nd - 25 stars, 3rd - 15 stars, 4th 
- 10 stars, 5th - 5 stars, 6th - 0 stars. 

Which leads us to... 


The fundamental secret to getting stars in Excite 
Truck is doing everything you possibly can ina 
race. If you're driving a nice clean line throughout 
a race to be the first across the finish line, you're 
playing Excite Truck ALL WRONG. You can even 
get away with coming last if you're racking-up the 
stars by doing all the various tricks and techniques 
as you play. Experimentation is key here. 
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Finding it hard to get the Air Spin down pat? 
It's easy once you know how: hold down “1” on 
the right side of the Wiimote and any direction 
on the d-pad on the left side, start the spin by 
tilting lighting in one direction and then quickly 
doing a hard turn in the opposite direction. 
Presto - you'll be doing 1080s in no time! 


Tree Runs are essential in Excite Truck, and 
easy once you know how. When on long sections 
of track, veer off to either side and hug the 
tree-line for some easy Stars. This beats going 
into a forest for a more unpredictable and 
unproductive run through 


Simple: if you see a POW boost powerup, take 
it. Don't ever miss a POW - these give you a 
speed boost making jumps, Truck Smashes 


- BIG FUN. 


Excite uc see like a simp 
k ay le 
: 1d stralg aie) ward acef desig ed 


for the American market, es 
reality is that it's an eng a a 
e which adds a helluva ) 
oe to the basic racing eae S. 
o get the mos e) 
Beenie bes driving ale 
available {until Marlo Kar 
released, at least). 


ah scurtens 
So Excite Truck is all about the points, yeah? Well, stars earned translate 

into progress to the next race and cup (by earning a B rank] or a marker as 

to whether or not you've mastered a track by earning the [at times) elusive S 
Rank. To unlock all the game has to offer, you need to be hitting the S Rank on 
every track. Here are some pointers to help you get as many stars as possible. 


and Tree Runs easier than ever. It also gives 
you a headache-free run through some 
cool shortcuts. 


There’s so much you can do to make sure the 
stars are ticking over, and the bonus is that 
doing these makes racing in Excite Truck even 
more fun. Don’t forget to: 
¢ Drift round bends. Remember the longer you 
drift, the more points you get. 
Go for each and every ring after a jump. This 
is crucial for a high Star score, and something 
you'll need to practice for. Just don’t forget to 
activate boost as you leave a jump to get the 
extra distance, as well as positioning the truck 
by tilting the Wiimote forwards or backwards. 
e Ram other trucks. Whenever you pass a truck, 
ram it. For some easy points early in the 
game, get ram-happy at the very start of 
the race. 


Here's a listing of the star requirements for the 
B rank [the minimum rank to proceed to next 
race) and the S rank. The second number for 
each track listed below is for the Super Excite 
Difficulty and Mirror modes. 


Mexico: Greenhorn 
Gulch 

B Rank: 70 / 80 

S Rank: 90 / 100 


Fiji: Atoll Hop 
B Rank: 120 / 135 
S Rank: 150/170 


Canada: Puddle Jump 
B Rank: 135 / 150 
S Rank: 170/190 


Scotland: Sylvan Glen 
B Rank: 110 / 120 
S Rank: 135 / 145 


Mexico: Dusty Pass 
B Rank: 85/95 
S Rank: 105/115 


Finland: |ceberg Run 
B Rank: 100 / 110 
S Rank: 125 / 140 


Scotland: Highland 
Moors 

B Rank: 105/115 
S Rank: 130 / 145 


Fiji: Beach Run 
B Rank: 140 / 155 
S Rank: 175/195 


China: Water Way 
B Rank: 100/115 
§ Rank: 130/140 


Canada: River Run 
B Rank: 150 / 165 
S Rank: 185 / 205 


Finland: Tanker Hop 
B Rank: 95 / 110 
S Rank: 120 / 135 


China: Northern Ridge 
B Rank: 100 / 110 
S Rank: 125 / 140 


Scotland: Castle Keep 
B Rank: 130/145 
S Rank: 160/175 


Fiji: Mountain Run 
B Rank: 115/125 
S Rank: 140 / 155 


Finland: Ski Jump 
Loop 

B Rank: 95 / 100 

S Rank: 115/125 


Scotland: Baron's Run 
B Rank: 120 / 140 
S Rank: 155/175 


Mexico: Devil's Ladder 
B Rank: 120/135 
S Rank: 150/170 


China: Southern Loop 
B Rank: 115/125 
S Rank: 140/155 


Canada: Winding Road 
B Rank: 220 / 250 
S Rank: 260 / 300 


Nebula: Crystal Road 
B Rank: 150 (Super 
Excite Mode Only) 

S Rank: 200 (Super 
Excite Mode Only) 


There are a number of things you can 
unlock in Excite Truck: 


To unlock the more challenging Super 
Excite Mode, you'll need to complete 
each race in the Bronze, Silver, Gold and 
Platinum cups with an S Rank. 


Once you've unlocked the Super Excite 
Mode (see above], complete each race in all 
cups (Bronze to Platinum) with a minimum 
B Rank for each to unlock the Mario Kart- 
inspired Diamond Cup. It consists of only 
one race - called Crystal Road. 


Love the intense rock-out-a-thons featured in 


the Excite Truck soundtrack? Want to protect 
them from the overkill of repetition? Easy 

~ listen to your own tracks instead! By copying 
mp3s off a computer and onto a standard SD 
memory card, you can whack the SD card into 
the Wii's SD slot and listen to your own music 
by selecting sound options [by hitting the “+” 
button before a race} as you play. And you know 
what? Abba works really well in the Finland 
stages. Try it. 

The trick not stated in the manual is that 
you need to have the mp3s stored in the main 
directory of the SD card - i.e. not in their own 
music folder. Placing the mp3s in a folder 
causes the Wil to hang and possibly crash. 


Think Super Excite mode is challenging? 
Try the Mirror Mode and see what you're 
really made of. To unlock Mirror Mode you 
need to complete each race from Bronze to 
Diamond Cups in Super Excite Mode with an 
S Rank. 


This one woulda been a lot more beneficial 
earlier in the game, but it’s a sweet unlock 
nonetheless. The Crazy Monster Truck is 

permanently in POW mode, meaning you're 
invincible and at top speed for the duration 
of the race. To unlock the Crazy Monster 

Truck, complete each Mirror Mode race with 
an S Rank. 


Unlock the beefy monster truck by 
unlocking all the alternate paint jobs for 
the available regular trucks. You can unlock 
alt. paint jobs by getting 3 S Ranks or 
completing 10 races with each truck. 


Completing Mirror Mode with all S 
Ranks unlocks all trucks available in 
Excite Truck. 


Obtain S Ranks for 
each stage in the 
Super Challenge 
mode. 
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WISE UP 
In issue #2 of Nintendo Gamer, 
you published the feature ‘Game 
Music is Rad’ in which you stated 
“Chrono Trigger is the best SNES 
soundtrack money can buy.” | beg 
to differ. Although this soundtrack 
is excellent, as you Say, it is no 
match for the exceedingly brilliant 
soundtracks for both Donkey Kong 
Country 1 and 2, composed by Dave 
Wise. | was not only surprised, 
but also shocked to see these two 
soundtracks not even mentioned 
on the page. Please publish 
further articles and information 
concerning video game music, it’s 
a good read, but this time include 
credits to the true greatest SNES 
composer, Mr. David Wise. 

Sean Ware 

PS. Excellent magazine. 


Ah, Donkey Kong. You're right, 
Sean - those soundtracks were 
pretty darn spiffy. Keep your eyes 
peeled for a follow-up to our 
computer game music feature ina 
forthcoming issue [and yes, we'll 
make sure to include David Wise 
this time) - Ed. 


NICK VS. MARCH 
| used to read this magazine back 


Hangover optional... 
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when it was Nintendo 64 Gamer, 
then again when it was first 
renamed Nintendo Gamer, and 
now again (Kosta, never thought 
I'd read anything by you again). | 
guess you could say I’m a Nintendo 
fan from way back - got my Né4 in 
primary school but went to a bar 
before the Wii midnight launch. 
Love it longtime. 

Not only does your magazine 
rock, but | have an announcement 
to make. March, you must suck 
at bowling. | have a hangover and 
rolled a 222 this morning with my 
Admiral Ackbar mii. | can’t help 
but notice that it’s higher than 
your top score, by one. You say you 
play bowling so much, but after 
working 9 hours, being punched in 
the face and seriously drunk the 
night before, | freaking beat your 
pasty ass. 

In summary: | rule, you suck. 
Also rad mag. Will get subscription 
soon. 

“Slick” Nick Cornish 

PS. Kosta also rules. 


Now look what you've done, Nick 
- March was so distraught by 
your letter that’s he gone and quit 
Nintendo Gamer! Okay, so maybe 
that’s not quite how it happened, 


oe 


yoreneeen cence nena 


“CONTACT US 


| We want to hear what you 
} have to say. So, write to 
Nintendo Gamer! 


Snail: 

Nintendo Gamer 
78 Renwick Street 
Redfern, NSW 2016 
; Australia 


| 
i Email: 
| pintehegen eae com.au 


Medal of Honour: Just a guess, but could this one have something to do 
with shooting? 


but still, don’t you think you're 
being a bit harsh? Not everyone 

is blessed with the drunken 
coordination you claim to possess. 
Oh, and by the way, it might be best 
not to write any more aggressive 
letters to March: the guy may suck 
at bowling, but you don’t want to 
meet him in a dark alley at night. 
Trust me... - Ed. 


WII VS. PS3 

| bought my first edition of your 

mag today and | just had to 

read it all and while | was at it | 

subscribed right then over the net! 

Finally an Australian based mag 

for Nintendo! No more reading of 

released games only to find they're 

still not available! AWESOME!!! 
Anyway to the point... Is 

the Wii in trouble with the 

upcoming implementation of 

the Playstation’s motion sensing 

control? The more powerful 

system with the same capabilities 

as the Wii could pose a problem, 

especially with the XBox 360 

likely to follow. What do you guys 

think? Surely it’s not long before 

it spreads to the other systems 


because of the awesome idea 
inspired by Nintendo. 

Keep up the good work fellas. 
| look forward to my next edition 
arriving in the mail! 

Russel K. 


Sony and Microsoft may have 
drawn inspiration from [i.e. copied) 
the Wiimote’s design features, 
but we'll be very surprised if the 
motion sensing technology for 
those two consoles is on par with 
the Wii's. For one, Nintendo came 
up with the idea in the first place; 
they've had longer to perfect 
the design than either Sony or 
Microsoft. Secondly, every game 
that has been coded for the Wii has 
been designed to take advantage 
of the Wiimote’s motion controls 
- whereas many games for the 
PS3 will not utilise that console’s 
Sixaxis control options. 

If the PS3 does trounce the 
Wii in terms of sales figures, it'll 
be because of Sony's massive 
advertising budget and the large 
number of games available for the 
console - not because of superior 
technology - Ed. 
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THE GOOD OL’ DAYS 

| recently bought your first issue 
from the very same newsagent 
where | bought my first gaming 
magazine, which was issue 11 of 
N64 Gamer back in the days when 
they were hailing Turok 2 as the 
game of the year. How times 

have changed. 

During the interceding period 
I've seen Nintendo fight a losing 
struggle against the all consuming 
monster that is PlayStation, see 
off other competitors as varied as 
the Dreamcast and the N-Gage, 
witnessed the rising of a third 
force in the form of XBox and 
clung on for dear life as we've 
gone screaming into the seventh 
generation of home consoles. 

It was indeed a sad day when the 
original Nintendo Gamer finally 
shut up shop. With the Gamecube 
losing ground rapidly and the DS 
nowhere in sight, the Big N were 
in grave danger of becoming 
‘merely’ a top flight developer and 
publisher with nothing more than a 
waning handheld to show for their 
former hardware dominance. 

The reason I’ve been a Nintendo 
fan despite it all is simple. 
They've continued to produce 
quality hardware and software 
throughout. And now, they're well 
and truly back on the offensive 
with the immense success of their 
revolutionary approach to gaming. 

N64 and Nintendo Gamer were 
a huge part of my childhood, 
and now that I'm a hard-bitten, 
grizzled veteran it sure is good 
to have you back. | understand 
that you're a new magazine 
with your own identity, and only 
Kosta remains from the old crew, 
but | still think it’s important to 
acknowledge the past. 

| have been impressed thus 
far by the level of sophistication, 
professionalism and slick design 
that has gone into the mag. | 
would expect nothing less to 
match the same qualities of the 
new Nintendo systems. It is a far 
cry from the old days when half 


the magazine consisted of rude 
jokes and the other half of the 
crew insulting each other. Not 
to mention that whole Natalie 
Portman period... 

What I'm really saying is that 
I’ve grown up with Nintendo and 
various incarnations of Nintendo 
Gamer, and I'm glad to see that 
they’ve grown up with me to. 
Here's to the future folks! 

lan Casey 


DISAPPORTED 
I'm worried. Why? I’m worried of 
the low-quality ports waiting to be 
released on the Wii. Games such 
as Far Cry: Vengance and Prince of 
Persia: Rival Swords are taking up 
valuable shelf space which could 
be used for much better games. 
A lot of developers nowadays are 
getting lazy, and thinking, “Well, 
we need to get such-and-such 
game out on the Wii so | don’t run 
out of Hot Pockets.” They probably 
wouldn’t use those exact words, 
but they'd be similar. 

Thank you for reading. 

John Woods 


Hot Pockets eh? That's pretty 
harsh, John. What do other readers 
think of the quality of the Wii- 
ported games released so far? 

- Ed. 


SHOOT TO KILL 

In the lead up to the Wii's launch 
| did a lot of reading on the Wii's 
features and the capabilities of 
the Wiimote and it occurred to 
me how excellent the Wiimotes 
would be for First Person 
Shooters. Sure enough, | was not 
alone in thinking that and soon 
found that games were already 
in development that would take 
advantage of the Wiimote’s 
capabilities [such as Red Steel 
and Far Cry Vengeance). But, 

| was slightly sceptical. After 
the way Goldeneye and Perfect 
Dark revolutionised the FPS [I 
firmly believe that Halo merely 
released an upgraded version 


<< 


Classic shooter Goldeneye 64: Revolutionising the FPS genre? 


No More 
trés cool. 


of these games, despite what 
all the XBox gamers say), | was 
disappointed to see the few FPS 
games released on the Gamecube 
being rather bland (excepting 
Metroid Prime, but it was more 
an adventure game anyway). So 
with the Wii on the way and Red 
Steel as a launch title | waited 
to see how the reviews would 
favour the game. After reading 
the review in your first issue and 
various Internet reviews it seems 
that Red Steel isn’t the “Must- 
Have-Revolutionary-Shooter” | 
was hoping for. Far Cry was met 
with comparatively worse critical 
reception. | was, however, quite 
pleased with the FPS minigame in 
Super Monkey Ball: Banana Blitz 
(which gives me an indication of 
what a Wii FPS could be like). 
Now to my question. Are you 
aware of any FPSs that could 
revolutionise the genre? Will 
we see the next logical step up 
from Goldeneye, Perfect Dark or 
Halo? | feel that this FPS gap that 
the Gamecube suffered from is 
something that Nintendo really 


Heroes: We're not sure about the pink shirt, but the game itself looks 


needs to rectify for their new 
console, especially considering the 
Wiimote’s design. 

Much love to you guys. 
Great Work! 

Angus 


Here at NG, we're pretty damn 
excited about two forthcoming 
games: No More Heroes and Medal 
of Honour: Vanguard. Although 
details about NMH are scant, we 
do know that you play a trained 
assassin, and suspect there'll be 
guns aplenty. Medal Of Honour: 
Vanguard is due for a release this 
month, and promises more of what 
the series has become famous for: 
serious carnage. Look for a review 
in our next issue — Ed. 


EB GAMES GRIPE 
A trip to any EB Games store 
will reveal a lot of games 
merchandised as “Coming 
Soon” with no release dates in 
sight; lines from the register 
to the door; and some of the 
same games already on sale in 
other retail outlets like Target 
(so they aren't coming soon 
- they are already here). | am 
yet to visit one EB Games stores 
that is not a pigsty mess, too. 
Thank goodness Gametraders 
are gaining momentum - their 
merchandising is so much more 
customer focussed. 

Ps. Love the mag...love it, 
love it!! The cover of Issue 2 
is gorgeous, just gorgeous. | 
enjoyed the feature articles, 
especially the Sonic and 
Castlevania ones. Thanks also 
for the Zelda dungeon guide, that 
will come in way handy when | can 
finally afford to buy the game. 

Steve Rolph 
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© My Sims (Wii) 

¢ Medal of Honour: Vanguard (Wii) 

e Mind Quiz (DS) 

¢ The Godfather: Black Hand edition (Wii) 
¢ Mario Party 8 (Wii) 


TEENAGE MUTANT 


Reviewed! 


NINJA TURTLES 


it 
~ 


Here at Nintendo Gamer, we grew up with TMNT, so we 


won't pretend we're anything other than gagging for 
next month's Turtles movie and game. We'll bring you 
everything you need to know about both the Wii and DS 


versions of the title. 
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REVIEWED - 


Bit The spiritual successor to 
The PS, @ Excite Truck reviewed! 
: 4, OR 


Does World of Warcraft finally” oy 
have a legitimate challenger 
| - for the MMORPG prone? : 


- PS3 / XBOX 360 / PS2 / XBOX / PC / DS / PSP / ONLIN 


MORE GAMES 
MORE PLAYABILITY 
MORE ENJOYMENT 


FROM $79* 
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